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Why We Make PSM 


We love games 

We know how exciting 
itis to find that rare game 
that will keep you playing 
for days without sleep. We 
also know how tough it is to 
pick that game out of the 
hundreds on sale. Buyers 
need expert guidance, but 
most game magazines read 
like an overstuffed catalog, 
only adding to the confusion. 


Gamers need more 
from a magazine 
A game magazine should 
cut through the clutter 
and point you toward 
what's important. It should 
focus on better coverage 
of the games that really 
matter. Above all, reading 
a magazine should be 
fun, entertaining, and 
enlightening — not work. 


Nobody else does 

this, so we had to 
We built PSM to be different. 
We make it faster and easier 
to find the games you'll love. 
Our independent status and 
veteran experts guarantee 
the most honest, accurate 
reporting. When you finish an 
issue of PSM, you're armed 
with the knowledge you need to 
enjoy games more than ever. 


The PSM Staff 


EDITOR-IN-CHIEF 
Chris Slate 


We're finally starting to 
see the “PS3 Difference" 


Just before this issue went to press, 
Sony made two major announcements 
atthe Game Developer's Conference 
in San Francisco: PlayStation Home 
and LittleBigPlanet (see our "State 

of the PlayNation" feature for info on 
each). Home will become the new face 
ofthe PS3 experience, and will help 
set it apart from the all-too-similar 
Xbox 360. LittleBigPlanet, in addition 
to being our new most-anticipated 
game, is also significant because of the 
fundamental change that it represents 
for the future of gaming. Just as 
user-created content is reshaping our 
culture through websites like YouTube 
and MySpace, LittleBigPlanet will turn 
players into game creators. Suddenly, 


PS3 seems a lot more 
interesting, doesn't it? (1 
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Office 


DEPUTY EDITOR-IN-CHIEF 


Kaiser Hwang 

Living my life in other countries 
to bring you exclusive looks 

оп hot games is why | haven't 
answered your emails. Sorry! 


ASSOCIATE EDITOR 
Justin Cheng 


Our cover story inspired me to 
go back and play through the 
entire DMC trilogy again. Now 
I've got PlayStation Claw. 


ART DIRECTOR 


Ken Bousquet 

It's great to be here at PSM. I'm 
really excited about my getting 
а complimentary PS3. It's kinda 
the main reason | took the job. 


EXECUTIVE EDITOR 
Randy Nelson 


You just can't catch Randy off- 
guard with a camera. He was. 
off this issue, so we didn't have 
many good chances. 


MANAGING EDITOR 
Bill Donohue 


Since Chris took this sneaky 
picture of me, l've been blind, 
so send in those donations (in 
small, unmarked bills). 


ASSOCIATE ART DIRECTOR 


Gary Liew 

Now | am feeling like the deer 

in the headlights. Did anyone 
get the number of that truck, by 
the way? 


Early Word on New Art Director: 
“Doesn't like bananas 
A browning banana rests on one of the many as-yet-unfilled 


shelves belonging to new PSM Art Director Ken Bousquet. “It's 
been there all week,” commented one editor. “It used to make 
me hungry every time saw it, but now it makes me queasy.” 
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absence of games. Not just ahyol' 

game, but the games that define 

the PlayStation experience... * 
games like Devil May Cry. 

J Unofficially announced at 

Sony's ЕЗ press со егепсет, 

2005, Devil May Cry 4is finall 


was based on the one shown at 
2006's Tokyo Game Show, only 
i те graphics have been \ 
almost finalized, additional rooms 
- and puzzles have been added, “ 
.. anda series of cutscenes ties © 
_ italltogetherinto a far more 
cohesive ~ and telling - package: 
"5 safe to say that the у 
enerational leap in hardw: 
not caused the series! 
se sight of what it is: pure, 
all-out, unforgiving action. 
mainstays from the series, 
including colored orbs, air. 


D^ 


+ 
juggling, and the Euro-gothic 
aesthetic, remain intact - only 
everything is rendered in eye- 
blistering high-definition at a 
locked 60 frames per second. 
It's these graphics that create 
the first, and lasting, Impression. 
Immediately identified аз _ 
something not out of a U.S. 
studio, the attention paid to every 
detail in the levels, characters, 
and animations is staggering. 
Simply, you only see this type of 
style and feeling 
out of AAA studios, 
DMC4 team at Capcom. 
is jump into the HD era, 
hile clearly beneficial for the 
layer, isn't as simple ascreating 


е а higher-res texture and calling 


ita day. “I think that the difficulty 
"level [for creating graphics] has 
risen because the challenge that 
we now face is to create beautiful 
and compelling graphics that : 
support high-definition andth 
are detailed enough for people, 
and that matches the speed at 
which the game is moving so - 
they're not lost,” says Backer 
Artist, Makoto Tanaka. Fellow | 
Character Designer, Tatsuya 
Yoshikawa, agrees with the t 
айепее in production: "Just о 
and on what Tanaka-san has 
‚ now with characters, they’ 
ис! more expressive in-gan 
king the concepts and the 
Ssions and realizing [them] 
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10081 is huch more difficult. 
| Thgethor thing TRS a bit more 
Аи about making gf'aphics 
‘now for high-definition consoles is 
`. that [We're at] thelevelwhere.you 
исап say there's no good enough >: 
^ level now ~it has.to.be, as reales 
possible. You can't say it's good 
enough and have people accept 
it. You have to approach reality 
as close as possible for people to 
accept what you've made." 
Clearly, the artists behind the 
game have taken these ideas and 
philosophies to heart, creating 
alook so in touch with the DMC 
world, yet undeniably more 
sophisticated on both a technical 
and artistic level. The level 
boss we encountered, cleverly 
named Berial, is a fine example 
of this. A demon of gigantic 
proportions, Berial fits as well 
into the world as the blade- 
legged scarecrows that precede 
him. The sheer size of his flaming 
body (extinguishable, of course) 
and the amount of destruction 
onthe scene is unparalleled for 
the series, and it's when fighting 
him that you'll realize just how 
much Sony's God of War owes to 
the Devil May Cry series from a 
gameplay and design standpoint. 
Playing the game, that crisp, 
responsive feel that's signature 
to the series also remains true 
previous games. It's got that level 
of polish where the controller 
disappears and the onscreen 
character becomes an extension 
of your thoughts. Many of Nero's 
new Devil Bringer moves feel 
зо natural in-game that it's 
hard to imagine them not being 
there before. The game's frame 
rate plays so heavily into this 
that maintaining 60 frames per 
second took priority over the 
graphics themselves. Also, every 
animation took into account the 
speed the game would move at, 
and how responsive the game. 
hasto be. “Тһе frame rate is] 


in mind when making 
the game, E 


that's something that Devil May 
Cry lives and breathes on." 

It's true. In previous games, 
Dante was... cool. Not because Г 
he didn't look it (һе did), and not А 
because he didn't he say badass 
lines (he did). It's because he 
moved it. From simply walking 
forward with pistols in hand, to 
air juggling an enemy into the 
air and performing a ridiculous 
combo, Dante's animations bore 
much resemblance to the hyper- 
stylized animations of the best 
anime films; impossible in real 
life, believable in their relevant 
world, and looking damn good all 
the while. DMC4's main character, 
Nero, is much the same. While his 
standard gun and sword attacks 
may seem similar to Dante's, the 


"next-gen" meansto You. “Vdon't 
think that users have some kind © 
of set expectation about next- 
generation animations,” says . „ : 
Мага, “I think, mostly because = 
of the quality of graphics in 
next-generation games, thir 
that aren't moving are much : 
more visible and obvious dfe ш ; 
things that are-movineYou have нн 
to make sure that ету 

Ing. 


ion fo еи а be moving is m 


J think that is what makes the 
a sis of what next-generation 


ga 8 

asa acter in the game is 
like ice and then some. 
Be ‚ he isn't a cheap Nero 
cloi 'is he the charming, 
but Woefully move-lacking Dante 
from thé first Devil May Cry. 


Instead pcom has seen fit to 
bring Devil May Cry 3s Dante 
directly into the game, complete 
with adjustable fighting styles 
such as Gun Slinger and Sword 
Master. Even though his core 


4 


Е] OUTGUNNED Вега! доезп": even have а gun. That's almost unfair. Almost. 


animations are the same, they've 
been updated as well. “What 
we're doing is kind of sprucing 
them up to fulfill what users 
expect from next-generation _ 


game visually, 
responsive as he 

After playing through our ЧО" 
over and over age 1 persistent \ 
feeling of giddi Tan through 
our bones. 5 ving what 
is sure to be itle on its 


SONY MAY CRY 


By the time you read 
this, Capcom will 
have announced 

that the game will be 
heading to Xbox 360 
and the PC. It’s all 
part of the company's 
new multi-platform 
philosophy. While 


we'resad to see 1 
another PlayStation 9 pA 2 
exclusive go to the = * р 


Xbox, we're sure 
га the game's fans аге 
> pretty settled on 
E Sony's platform. 


‘Nostalgic yet new, as a ga 
Devil May Cry 4 will make you 
remember the heyday of the P 
and remind you dats тосо 
on the PS3. It's a imforting 
ling, much like ai iving home 
a strange and distant place. 
old cles goes, | 
ply no place like home 
KAISER gana 5 ” 
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Lamp «2 
4 ^ - А 


EX-Gauge 
Lamps light up as you charge the EX-Gauge, 


е Аз ме! аз shooting bullets in rapid succession, you EXCEED Revving your EX-Gauge like a тогогс! 
can charge up your gun for ow T more powerful shot. 


неш ВОО 


ce the Grim Gr 


е Grim Grip 7 


The 


HELL BOUND Think of this as a grappling hook-like move that you can 
use to reach faraway platforms - but only if there's a globe to catch. 


K- ON While holding RY 


you will stay locked оп to;the;same/enemy 


LOCK-ON Mainly used when shooting your gun, locking on to enemies is 
ч incredibly useful in just about every single enemy encounter. 


Press.© near anvenemy? 


sattack can be performed after you catch an enemy. Best 
of a combo, since it doesn't work well with juggling. 


While facing an;enemy, press RT HO 


You can snatch from the air! 


iemies while on the ground 
big combos. Use it! 
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INTERVIEW: ш 
2 Speak of the Devil 
Kobayashi 
PSM: What do you think is the hand, Devil May Cry only has five KOBAYASHI: | wasn't involved 
eart and soul of the Devil I years of history, and this is the with the production of Devil May 
Cry series true fourth iteration of the game. Cry 3, зо | kind of looked at and 
| think that you're seeing more understood it from afar, but 1 
KOBAYASHI: | think the heart and of an evolutionary process with could tell that Vergil was a very 
soul of the series is the action, Devil May Cry than the drastic popular character. However, my 
and picking up the controller and change you saw with ten years of opinion is that we should continue 
being a part of that action. history for Resident Evil. to grow Dante as a character, 
and also, for the fourth title in 


PSM: Looking at the Reside PSM: After the re e of Devil the series, introduce a new start 
f / / Сгу ecial Ec ol line and introduce Nero as a new 
t character. While | understand 
that many fans really enjoy 001829 


KOBAYASHI: The Resident Evil 
series and the Devil May Cry — # 
series are different in a lot of 4 y 
respects. With Resident Evil, 

you saw that the game changed 
dramatically in the fourth 
iteration. But really, that's not 
the fourth iteration of the game. 
There are many différent titles in 
the series from Code Veronica 

to Resident Evil 0,.With ten years 
of history behind it, you have 

to do something to a series to 
make it fresh again. On the other 


info 


Hiroyuki 
Kobayashi 


Producer, B 4 
Capcom 


Aveteran 
at Capcom, + 


he worked 4 ч 1 
оп ргемюиз 

Devil May Cry x 
games, and 3 


produced a 
little game 
known as 
Resident Evil 4. 
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вот Vergil and think he's a 
great character, from my point of 
view, | really want to go forward 
with Nero and Dante as the leads 
of this series. 


PSM: The first two trailers you 
ever showed for the game 
featured Dante, only to have 

the main character of the game 
actually be Nero. Was this always 
the intention? 


- we didn't know what kind of 
character he would be. And to put 
out a trailer with a half-designed, 
half-finished character isn't 
something that we really wanted 
to do. So the first two trailers 
we went with Dante. And then at 
Tokyo Game Show last year, we 
presented Nero as our lead. 


PSM: Having worked on previous 
Devil May Cry games, can you 
give me a very rough estimate of 
how much the cost to dévelóp the 
series has risen? М 


KOBAYASHI: The original = 
May Cry games оп the PS2, i 


other companies were to look at 
their budget, would be seen as 
very expensive games. For Devil 
May Cry 4, we are making it to 
where we don't exceed the break 
point of what we can handle as 

a budget and still have the game 
be profitable. It's not above twice 
as expensive. One of my jobs as 
Producer, and something that | 
work very hard at, is to keep the 
costs low so we can make the 
game we want to make for the 
least amount of money. 


PSM: Everyone says next-gen 
development costs more, but 
many people don't know why. Can 
you give us specific examples as 
to why this is? 


KOBAYASHI: At this last E3, EA did" 
a presentation with a basketball 
game where they showed how 
much motion was in a PS2 game, 
and then they showed a next- 

gen game and the amount of 
motion that was required for 

that. Yesterday we showed you 


Е МЕ ARE MAKING 
IT ТО WHERE WE 


DON'T EXCEED THE 
BREAK POINT OF WHAT 
WE CAN HANDLE... = 


PUZZLES BE GONE! 


One cutscene in the game 
shows Nero needing to turn 
ona machine to have a bridge 
lowered. One team member 
noted that this would be 

a very typical puzzle in 
Resident Evil, but that since 
thisis DMC, Nero would just 
shoot the machine to make it 
work. And shoot he did. 


p 
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that's Dante inthe game, сотр 


KOBAYASHI: We initially looked 
into what types of middleware 
options were available for us, 
but if you purchase one of those 
middleware programs, there's 
also demerits to it; you won't be 
able to do. some things that you 


уч With that 
model, he would end 
looking like a robot. First and 
foremost, you have to consider 
that you have to increase the 
number of animations. Then if 
you think about a single stage 
from room to room, you have to 
put many different new textures _ 
оп the wall. All of these things __. 
have to be made from scratch. 
What does that cost? Well; first 
and foremostyi 


“We have this engine, we have 
this middleware. What can we 
nake with it?” Capcom's game 
thus it cos evelopment starts with, “We 


of thin 


` were concerned with. 


KOBAYASHI: | think that 
you don't necessarily see 
Japanese developers, and 
particularly Capcom, pushing 
the technölogical aspects of 
their games. For из, when 


_ we're making a game, we're not 


ecessarily worried about the 
‘engine of the car.” We want to 
ake Sure the car looks good. 


" We're not necessarily worried 


about whether the user knows 
that feature X and feature Y are 
running in the game. We're more 
concerned with what the user is 
actually going to experience. t's 
how they play with the сага 
how the car drives. That: 5 Piet 


KOBAYASHI: Sony's role as 
a hardware manufacturer is 
different. They exist to sell 810201 


6060 
POWER RANGER! 


Jy Johnny Young Bosch, most 


known for his role as the 
Power Ranger Adam Park, is 
providing the motion capture 
and voice for DMC4s main 
character, Nero. He's also 
worked on other games 

such as Grandia Шапа Ace 
Combat 5. 


mm their hardware, and if they 
want to push the technological 
aspects of their hardware, that's 
great. As a game maker, we can't 
really push the technological 
aspects of our software. We 
couldn't approach users and say, 
"You know, the coding behind 
this particular feature is really 
well done, so you're really going 
to love it." What users want to 
know, and what we want to tell 
them, is that you can pick up the 
controller and have a lot of fun 
playing this game. That's what we 
want to say. 


PSM: Yuji Shimomura, the Versus 
action director, was used in 

the previous game to direct the 
cutscenes. Are you reusing him 
for Devil May Cry 4? 


KOBAYASHI: The Tokyo Game 

Show trailer that you saw was 
directed by Shimomura-san. 

The cutscenes in the game will 
all be directed by Shimomura- 
san. One of the greatest things 
about Shimomura-san is that 

he really understands the Devil 
May Cry universe, so he really 
understands Dante. With Nero, 


Я TWISTED These guys disappear 
and reappear at will, making this 
battle just a bit tougher than others: 


p 


YEAH, IT'S IN 


Remember the very first 
trailer Capcom showed of 
the game at E3 2005 where 
Dante was shown ina snow 
level? Well, now that level 
is actually in the game now, 
andit's pretty damn tough. 


the background are dés: е it's something we got together 

n lots of eneñgy boos d with him and decided what kind 
as of character Nero would be, and 
there were lots of meetings to 
that effect. 


PSM: 15 he actually having an 
effect on the overall storyline as 
well then? 


KOBAYASHI: It's really a 
cooperative effort. First we write 
e scenario here and then we'll 
take that scenario and Itsuno and 
myself will meet with Shimomura- 
san and the company that's in 
charge of working with him on the 
cutscenes and discuss how it's 
going to play out and make any 
changes that need to be made. It's 


А = THE much more of a cooperative effort 
that just dropping something on 


GREATEST ~ 


| UT PSM: The cam much | 
р more cinematic in Devil May Cr 
oM U AN 4than the previous game. How 
much emphasis is put on creating 
THAT H y RE AY an interesting angle as opposed 
to giving the player the best view 
UNDERSTAN B S of the action? E 
THE DEVIL M AY C КОВАУАЗНЕ А lot of people 
say that it's a very cinematic. 
3 UNIVERSE i camera now, but it's still made 
j я пин with the goal of giving [ 
= 


p 
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1810218 the player the best view 
of the action. | think that what's 
primarily changed is that we've 
gone from a 4x3 aspect ratio to a 
16x9 aspect ratio, so everything's 
been designed around that point. 
So you have backgrounds that 
have been designed to be 16x9 
by Tanaka-san. We think about 
how Nero is going to move across 
the screen and how his actions 
are going to play out with 16x9 in 
mind. | think that the new aspect 
ratio has a lot to do with how you 
feel about the camera. 


PSM: TI 


KOBAYASHI: Obviously the 
gameplay elements are separate 
from the cutscene elements, but 
in Devil May Cry 4, there's a lot 
more justification going on for the 
battles that you're engaged in. So 
you'll see the cutscene, but then 
you'll know why you're fighting 
this battle; it'll have more meaning 
to it. | think that the way the story 
flows, especially with regards to 
the game, is changed a lot by the 
appearance of Nero, because he's 
got a lot different relationships 
with different peoplein the game, 
and the conflict and dramatic 
opportunities that that brings 
about is something that | think is 
going to feel different and fresh to 
you when you're playing Devil May 
Cry 4. In contrast to Devil May 
Cry 1, that was kind of made w 
an all-out action е conce 


progressed 
< 
nkyöü 


KOBAYASHI: Before | joined 


Capcom, | didn't really think that 
| wanted to make games. The: 
iol 5 makes games, this is 
аге made” I 
after | joined Capcom. 
the difference between 
thought it would be like 
ames versus what it's 


It it would be like to 
fore | started. 


regular systems programming 
company or do something along 
those lines with programming, 
but then | started looking at the 
games industry and thought, 

"You know, the games industry 
looks kind of interesting and it . 
definitely appeals to my interests, 
so maybe | should go there." And 
that's how | ended up at Capcom. 
When you're little, everyone's like, 
“I'd like to make this kind of game, 
or that kind of game,” but | didn't 
really understand the process of 
making games and couldn't say, "I 
want to make this kind of game," 
until | had joined Capcom and 


| learned how games are actually 


made. As | just mentioned about 
being young, | think my interests 
were more into entertainment as 
a whole and thinking it might be 
fun to do something in anime or 
something in manga, and | also 
played games and thought they 
were fun and cool, but it wasn't a 
very focused kind of thing into the 
games industry. 


PSM: Has Clover's departure from 
Capcom affected the game at all? 
What are you personal feelings 
on the matter? 


KOBAYASHI: Obviously some 
people have left the company, 

but there's still people who were 
involved with Devil May Cry 1 

that are working on Devil May 
Cry 4. My personal feeling is 

that the people that have left, 
whether it be the ones that you 
have mentioned or others who 
have just moved on to work on 

a different projects within the 
company, they had things they 
wanted to make, and they're going 
off to make them. The people that 
are working on Devil May Cry 4 
really want to make Devil May Cry 
4 into the best game possible. 

So we're going to try and make 
Devil May Cry 4 as good as it can 
possibly be, and we're hoping that 
everyone who's left who wants to 
make something, makes the best 
possible thing they can as well. 
KAISER HWANG 
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a E гок means different 
"things to different people: 

“Some people remember the 
books; from the Dell/Gold 


* declined itrraüality 
sübsequent iteration. 


opes to rectify that. Turok is a 
franchise that has a меан 
potential (after all, what's 


cool about hunting dinosaurs?); _ 


it just rarely о A 
treatment it deserved Will this 
brand new, next-gen Turok. ' 
finally do the series justice? 
That remains to be seen, 

but based оп ourchands-on 
playtest of the game; there are 
certainly some early glimmers 
of greatness. 


Pending 
Disney Interactive @ 


Pro 


"M 


OPTED ECT 


HEART OF DARKNESS 
We begin in the midst of a 
verdant jungle. There are 
some smaller dinosaurs (like 
the small dinosaurs that killed 
Peter Stormare in The Lost 
"World: Jurassic Park - the 
вате їз clearly influenced 
by other media) skittering 
about, and a larger, cow-like 
1 Parasaur grazing on some* : 
grass (we tried getting close 
to the Parasaur, but it started 
charging at us; even the most 
: docile of dinosaurs can become 
x threatening). The screen tells us 
we've acquired a new weapon: а 
shotgun, an old FPS standby. 
After scrolling through the 
weapons (a knife, a bow, a 
„shotgun, and a machine gun 
— each mapped to the a different 
directional button on the d-pad, 
-unaBashedly Gears of War- 
style; it's sort of appropriate 
given that the game uses Unreal 
Engine 3), we finally set off 
on our adventure, only to see 
the real bad guys of the game: 
humans. They follow Roland 
Kane, Joseph Turok's former 
commander who, kind of like 
. Colonel Kurtz in Apocalypse 
v! * Now, has gone rogue. Kane's 
the man that Turok has been 
Та charged with hunting down 
WE  - well, before he and some 
accompanying soldiers 
crash-landed on this 


p 


‘get closer, hoping to catch 


prehistoric planet. 

"The crash rained pieces of 
the ship across the landscape, 
creating small pockets of 


survivors that are struggling 

to join up while being hunted 

by dinosaurs and the armed 
members of Kane's army," 
explains Game Director Joel 
Manners. "Turok is trying tó 
make it to various crash sites he 
can see from the fires burning 
in the distance, and this area is 
one of those sites, where parts 
ofthe ship һауё соте down. 


“Turok is trying to get in close, to 


See if there are any survivors, _ 
and also to look for equipment 
that.could help him survive. Of - 
course, the problem is that the 
soldiers of Roland Kane's army 
are also looking for survivors, 
and in this area you can see 

that an armed enemy patrol has 
reached here first, complicating > 
Turok’s mission.” 


SNEAK ATTACK 

So, how do we proceed? 
Clearly, in a game like this, the 
first instinct would Бе to во: _ 
in guns blazing. But while the = 


©“5” in “FPS” doesn't stand for ~ = 


“stealth,” that could be the best... © 
course of action. “The area was ~ p. 
designed to allow the player to + T 
approach the mission in lots of i 
different ways," Manners says. 
“It's a large section of the deep | 
jungle, so there are multiple 
paths through to investigate 
the various impact areas. | 
The player can choose to try : 
to avoid the enemy patrols, 
sticking to the shadows or 
moving carefully around the E 
crash sites in concealment or he [ie 
can jump the patrols and-clear eM 
out the enemy, allowing him to 
blast his way from site to site." 
We opt for the stealthier 
approach; There's a soldier with 
his back turned to us standing 
in the middle of a grassy field. 
With knife in hand, we slowly 


him unawares. What we soon 
discover, however, is that we 
don't necessarily need to be 
crouched in order to sneak up 
on our victim. We can E1028: 
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027 simply run up behind 
him, and when the knife is pulled 
up, press the attack button 
to initiate the stealth kill. The 
camera pulls out, and we get a 
look at Turok as he dispatches 
the enemy. One down; many 
more to go. 

Lo and behold, we see a 
few more soldiers off in the 
distance. Still in stealth mode, 
we equip our bow, pull back on 
the trigger, get the target in our 
sights, and fire. A direct hit, and 
we're safely in the grass where 
the enemies are less likely to 
spot из... but don't think Turok's 
a stealth game. "Turok's world 
is carefully designed with areas 
where you can keep out of sight, 
spy on your enemy, and move up 
close while staying under cover, 
and we also designed the A.l. 
so that it responded believably 
to sight and sound: if you are 
careful, you can get the drop on 
them, but once alerted they are 
much harder to surprise," says 
Manners. "But being stealthy 
isn't really the point of the game 
- it's just a way to get a different 
kind of drop on your enemy, 
where you can use special 
attacks on an unprepared 
opponent to devastating effect 
and then melt away into the 
jungle again like a.ninja. It's 
stealth for action's sake, not 
stealth for stealth's sake." 


DINOSAUR WRANGLER 
We proceed a bit further and 
spot two enemies опратго!. We 
could possibly take out one, 
but the other is sure to spot 
it. After looking around at the 
environment, we see a couple 
raptors ona ridge. Equipping 
our shotgun, we-aimin their 
general direction and, using the 
secondary fire, shoot a flare. 
Like the T-Rex in Jurassic Park, 
they're attracted to the bright, 
burning orb. We keep firing a 
few more times to lead them 
towards the human soldiers, 
then tag one of the soldiers 
with a flare, pitting both threats 
against each other. 

“We wanted your enemy to 
respond believably, and not just 


to getting shot,” Manners 
explains. “They are in this 

dangerous place, too... and they 
know it, so we needed them to 
know how to investigate strange 
noises and how to call for help. 
Of course, the most important 
thing we did with the A.I. is to 
design it so that it responds 
to each other believably 
- dinosaurs and soldiers don't 


get along, no matter if you are 
a hero or a villain. Using this 
intrinsic nature of the dinosaur 
predators opens up the playing 
field dramatically, as you 
can lead enemy patrols onto 
dinosaur hunting grounds, or 
pull dinosaurs out of their nests 
to wreak havoc on the enemy.” 
With the soldiers taken care 
of, we're left with two vicious 
raptors to deal with. We get a 
bit closer, still in stealth mode, 
but there's one thing we didn't 
consider: dinosaurs hunt by 
smell as well as sight. The 


raptors smell us coming, and 
they’re hungry for a second 
meal. “Now, the other thing that 
we are very focused onin is 
making sure that fighting with 
the dinosaurs is an amazing 
experience, and part of that 
is making sure that it is a very 
different experience than 
hanging back under cover 
and exchanging shots with an 
enemy soldier,” Manners says. 
“Dinosaurs are rampaging 
predators, and you do not want 
them getting their teeth on you.” 
Aiming our shotgun, we fire a 
flare at one. It sticks, and now 3 S 
the raptors are fighting each : : -- —— 
other. Before we're able to я LOOK INTO ey Te eyes are red, that means they've spotted you. 
‘sneak away, one raptor emerges 
victorious and heads straight for 
- us. Against our better judgment, 
we equip the knife and manage 
_ to get to the side of the raptor. 
We attack, and somehow 
manage to kill the dinosaur 
with a great little scene, like we 
_ stealth killed the dinosaur. ЕШ 


T aso" Y 
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# BE KIND 
Don't shoot the 
mostly harmless 
Parasaurolophus. 


SEU io $ : 
19028! "We have designed some - time you are coming up against — = x Ее \ " 
spectacular close-quarters “© the elite of the enemy forces, DA 3 
combat with the dinosaurs that you wi find them using real 
gets you right in their face, both ., 4 Combat tactics to flush you 
high-risk attacks that can be "gut o ver, flank you, and 
the ultimate glory moment, and | he catch you in deadly crossfire. 
desperate last-ditch struggles “Э "Уоциееа to watch your 
as you try to escape their killing surroündings, get to the good 
jaws. Of course," Manners № cover before they can, and trap 
continues, “there are some ,  themin the open!" 


dinosaurs that are too titanic to ~ It's a tough fight all the way 
be fought that easily.” to the crash site, as many 

more soldiers come out of the 
RUN AND GUN woodwork (there are perhaps 
With most of threats taken too many soldiers, the devs say; 
care of, it's off to our objective. they're balancing the gameplay 
A lone soldier walks toward as we speak), but we finally 
us, and we try'to dive into the reach the crash site - only to 
brush. No luck - he's spotted find that we've reached the end 
us... and he has backup. Now of the level... and that there's no 
we have little choice, but to story sequence to reward our 
equip our machine gun’and hard work: We were assured 
start firing away, tossing a few that the narrative thread would 
grenades for good measure. It's keep us enthralled with some 
а strenuous fight; these soldiers plot twists and would stitch 


are very smart and very tough together the disparate levels 
to kill. We find some cover, and (we saw everything from giant- 
they start to flank us. insect-filled underground caves 
There's a good reason why to man-made military bases, 
they're so smart, though: to though the devs say the game 
balance out the gameplay. will be about 60-7096 jungle). 
"Since we are creating places Obviously the gameplay was 
where the player can attack or interesting enough – we ended 
maneuver all over the place, the up playing through that level a 
A.I. had to be robust enough to few more times, trying different 
respond intelligently, and know tactics. Hopefully, the game 
how to use the environment as a whole will be ableto keep _ 
to their advantage," Manners up the intensity. As it is so far, 
explains. "At the beginning, however, this is a very exciting 
when the player is mostly take on an old favorite. 
encountering minor patrols, JUSTIN CHENG 


they are easy prey, but by the 
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ча 


The word “value” is а word we usually try 

to reserve for purchases with less artistic 
aspirations - like large-container beverages, 
or the paper towels with which to wipe up their 
inevitable spillage — but it's hard not to consider the 
spectacular gaming-per-dollar ratio Valve is offering 
with its upcoming The Orange Box. Included in the 
package are, as follows: the original Half-Life 2, 


Half-Life 2 


If you've been living inside a non-interactive cardboard 
box for the past two years, here's what you need to know: 
Half-Life 2is rather inarguably one of the greatest games 
in recent memory, fusing awesome graphics, a compelling 
narrative, and ground-breaking physics together in 
perhaps the most complete gaming experience ever 
created. It's being all dolled up for its next-gen debut, 
with a graphical overhaul to take advantage of the PS3 
hardware. If you haven't played it, you need to. 


Team Fortress 2 


One look at Team Fortress 2 зауз so 
much. The graphic style of the game 
immediately recalls Pixar's The 


gorgeous, using a brand-new lighting 
system and minimal texture mapping. 
Like the original, it's a class-based 


ев:а: The Orange Box. 


that someone's taking crazy pills, but we're goi 
keep our mouths shut and refrain from complaining. 


DEAN ROYALS = 


character choices will include Heavy, 
Spy, Scout, Demolitions, Engineer, 
Medic, Sniper, Soldier and Pyro, 
Incredibles, but in the best way possi- each with its own distinct strengths, 
ble; the hyper-stylized characters look ^ weaknesses, and weapons. It's a far 
cry from the military shooters so en 
vogue in today's market, and looks 
like an incredibly refreshing change of 
affair: pace for the online shooter crowd. 
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ONLINE 
: Episode 1and Yes 


= 


Episode 2, the hybrid puzzle-FPS Portals ESRB RATING 


Pending 
PUBLISHED BY 
MADE BY 


Valve 


Episodes 1 and 2 


In its quest to redefine the concept of episodic content 

in videogames, Valve released Episode lover its Steam 
digital download service to rave reviews last year. 
Essentially fleshing out the story from the original game, 
the roughly five-hour experience used an upgraded 
version of the original engine to tell its tightly-scripted 
narrative, and the sequel has emerged as one of the most 
anticipated PC games of the year. Both will be included 

in The Orange Box, with the same sorts of graphical 
upgrades as the original. 
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Sega Rally Revo 


EVO OR REVO? 


Rally (along with у 
lauded sequel) stands, to this ` 
day, as a towering achievement 
with a consistently vocal 
fanbase. So it's not surprising 
that Sega is resurrecting the 
franchise for the first time since 
the Dreamcast generation, 
looking to take advantage of the 
increased horsepower provided 
by the PS3. 

Graphically, the game 
is already making a good 
impression. Car models are 
detailed and well-animated, 
as the individual suspension 
movement of each wheel as 
а саг makes its way over the 
unpredictable roads is truly a 
sight to behold. The splashing 
mud challenges even that of 
Sony's MotorStorm, backed by 
awesome particle effects as dust 
and dirt get tossed around. Fully 


upon an impressively complex 


_ racing against 
friends online? 


а 

Ыы AVAILABLE 

TYPE 
MULTIPLAYER 
ONLINE 

ESRB RATING 
PUBLISHED BY 
Sega 

MADE BY 


Sega Driving Studio 


FEELING 


deformable environments and 
surfaces round out the visually 
striking package. 

While gameplay details are still 
somewhat limited, this much is 
clear: Revois an arcade game, 
through and through. It’s built 


physics system and takes 
place in powerfully realistic 
environments, but the handling 
control is that of classic Sega 
arcade style. The game is 
being produced by Sega's new 
development team in England 


Я MUD BATH Next-gen mud is the new lens flare. 


<“ > THE ROAD 
4 X. The ability d 
d. à ы todriveon 
i ` 1 different 
he surfaces 
= - 1 like asphalt, 
| я я gravel and 
- Certainly schooled in the art of mud was 
rally'racing - but it appears to be something 
preserving the heart and soul of entirely new 
the, lassie franchise, when Sega 
\With a strong legacy, real-life Rally first 
rally cars (ranging from Subaru introduced 
to Peugeot), and impressive it. How this 
graphics, Revo looks to be in concept 
good shape as it comes down translates 
the home stretch. Whether it tothe PS3 
can challenge MotorStorm - the - or doesn't, 
current reigning champion of what with the 
the genre (and arguably the Sixaxis' lack 
PlayStation 3 library as well) - or of rumble 
the superb-looking (if somewhat - will be 
more realistic) DIRT: Colin McRae something to 
Offroad - however, still remains consider. 


to be seen. EVAN SHAMOON 
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Ps3: Mercenaries 2: World in Flames 


- The Mercenaries series is around, the water isn't mere window- 


nothing if not controversial. dressing: fly over it, swim through it, 
The storyline for the first game was race across it in boats... but whatever Я GOD OF PULL Jacking tanks 
ripped straight from the headlines: you do, don't drink it. makes use of timed button presses. 
a North Korean setting, its bats***- Perhaps the most intriguing aspect 
crazy leader, and a whole lot of of World in Flames is its open-ended А 
unaccounted-for missiles. The nature. Your list of potential “clients” p ў 
sequel = due out for PS3 by the end is long and varied: want to fight is 
of the year = moves its setting to the alongside the revolutionaries? Grab j 
jungles and streets of Venezuela, some Molotov cocktails and make 
where another, somewhat bronzer a day of it. More inclined to sell out 
tyrant has gained control of the to Big Brother and beat down'the 


_ country's ої and begun an insurgency? Go ahead. Or maybe 


а indering of North 
Korea. Best of all, these environments 
are even more interactive than those 
inthe original: you can take down any 
building in the world piece by plece, 


% EXTREME MAKEOVER This series is known for allowing players to destroy anything and everything. 


you'd rather just screw everyone 


over and profit from both - it's 
your call. You decide which 
factions to work for, based on | 
both personal attitudes ап 
cash offerings; just like in thes s 
real world, the oil сотрайї 
have the deepest pockets; 
you'll have to make real ethical 
choices throughout. To boot, 
your choices will decide how 
the game progresses and which 
faction wins the war. 

The team is also focusing 
much of its efforts on creating 


„30 characters, attempting to 
4 Sent what it's like to spend 


Тайау in the life of a mercenary. 
Think of it as The Real World: 
Bounty Hunters. How convincing 
an armed-to-the-teeth, Rambo- 
esque soldier can be - even with 
smart dialogue and impressive 
facial animation — still remains 


driving and shooting. Over 130 
К vehicles, ranging from civilian VE 


Fi 4 


нА 
bë seen, of course, but the A 
Ort should is appreciated \ 
jetheless. 
| Of course, there's plenty of \ 


Cars and bikes to tanks апа ү 
choppers will be included, i 
plus all the weaponry an; eto ! 
aspiring merc could аз КУ 
developers like to call 
crack"). Will it be enol 
the game stand out fromm 
pack of third-person shooters 
Newfound publisher EA is 

certainly hoping so - and frankly, \ 


so are we. EVAN SHAMOON 


1 | 


Just as you expected, 
k= Activision will be deliyering 


Sof days, if there was one license 
ing, and a big open" game where it works pretty 


world to 90 it in. The teams also well, it's Spider-Man, due to the 
attempting to addréss some high-flying nature inherent in 
criticisms of the previous games, the character. Some of the voice 
most notably repetitive gameplay. work that overlays these scenes 
A few new additions to the is pretty hokey, though, even with 
game spice ир the experience, the real actors' voices. у ^s 
one being access to Spidey's Despite the game's matching x 
black suit. More than just a color name, there will be more than just, 
swap, this Suit enables you to я 


| D perform slightly more aggressive 
moves that wouldn't be typical 
of Peter Parker. One in particular 
allows you to saddle an enemy 
on the ground and pummel 
an opponent's face into the 
concrete. Well, it's not quite that 
graphic, but that's what's implied. 
Fa Perhaps the game's biggest 
change is the inclusion of 
what Activision is calling 
à "cineractives." Put simply, 
they're pre-scripted cutscenes - 
that require button presses to 
complete, just like in God of War 
1 "or Indigo Prophecy. While not 
a particularly new idea these 


ЦИ Action-Adventure 


^s. MULTIPLAYER 
id 


ONLINE №. 


ESRB RATING 


Mh 
Я NEVER... 
When will the 
Lizard learn? Не 
can't beat Spidey! 


the movie's plotline to explore, 
like a side story involving the 
Lizard, for instance. We're not 
sure if this is how it will be in the 
PS2 version of the game, though, 
as it's a completely different, i 
вате than the PS3 опе. . Ww 


ме 


Technically, the open city 
is pretty impressive in scale, 
especially because you can pull 
the camera back so far that it 
effectively makes the city model a 

real-time те le the main 
‘character models have definitely 
‘improved in the jump to PS3; the 


a s enemy gangs апа city feel a little 
“s= flatdue to some weak lighting 
T _ and repeated building textures. 


Essentially, the city feels very 
much like the one from Spider- 


ў аге, square, 
er and over again: Тһе 


Я SPIDER 
STRENGTH 
Shouldn't that bad 
guy be dead? 


Я SWINGER 
The web- 
swinging's still the 
bestipart. 


almost ensures that there will be 
compromises, but just as much 


"as that is a given, the otl 


defensive tactics and few new > 1 
moves help, but this is one area 
we'd love to see reconstructed = 
fromthe groundup. . . 

The truth is, getting a game 
to ship the same day as a movie ~ 


уеп 
it's undeniably furto swing 
the city, even if you're not 


ЕЕ == : 


previews =: UPDATE & Crush 


PS: Crush. 


Г 
MEM Every now and then, а 
game comes along that 
makes you slap your forehead 


games. Easy to describe, but 
hard to mentally envision, Crush 
blends 2D and 3D elements into 
one seamless puzzle experience, 
where you can literally “flatten” 
Ni? world from any angle to 

janeuver around other: 
impossible space: 


results in a last ditch effort 
resolve his personal issu 
through hypnosis, and i 
this spell that the gai 
place, hence the spac 
aesthetic. Solve all 40 puzzles, 
and Dan finds peace of mind (and 
sleep); fail, and he loses what's 
left of his sanity. 

The levels themselves are the 
puzzles, and only by collecting 
scattered orbs can you exit 
to the next one. By changing 


MR. SANDMAN Not slegpitig sure 


the camera angle and shifting’ 
the perspective from 3D to 2D 
or vice versa, you can walk 
across high ledges, kill enemies, 
and activate machinery - the 
possibilities are endless. 

The multitude of possible 
ways to distort the environment 
must make each and every level 
a nightmare to design, and it's 
this complexity that worries: 
us; if the developers can't find 
the right balance of logic and 
difficulty, Crush could end up 
being the best idea with the 
worst execution. The early levels 
we played, though, displayed a 
level of cleverness that keeps us 
extremely hopeful. Crush arrives 
this summer. KAISER HWANG 


takes a toll on your Ри EM 


10Ё MODE 


One of Kuju's 
studios has 
renamed itself 


| Zoë Mode, 


the name of 
afictitious 
female that 
Ed Daly, head 
of the studio, 
says “reflects 
our in-house 
philosophy of 
accessible, 
fun gaming 


| for everyone." 


Check it out. 
at www, 
zoemode. 
com. 
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Я SUCH GREAT HEIGHTS But not unrealistically so. я DON'T BAIL OUT Bails can look downright painful. 


ZARA GROEY 


ESSE Am 


ANNIVERSARY 


1 , <r -- 
| Psa: skate 


TO PLAY IT 1s то: 
BELIEVE INIT. > 


"x ме. 


Back when we first revealed iz А A 

skate to the world in November па 1 

of '06, the question that we constantly ta 

asked ourselves was, “Is this 

the game that will finally 
do away with Tony 

^ Hawk?" While we 

still don't have the 

\ answer, we're 

definitely one 


| 
| step closer. Мау and | 
Having played starringin | 
an updated build „particular thal | 
of the game, .. “Gonzales! The "ic 
now with more officially in 5а ж: 
complete graphics have all skateboardi 


and heavily tuned for preorders. Forthos 
physics, we can with his work, just know. 
definitely say that the appearance in the game is 
team at Black Box wasn't special thing. 
just blowing smoke down EA has yet to unveil many 
our chimney last year; features, including the dowi 
the game has it. By "it," we populated worlds, online fe: 
mean that undeniable, yet and most importantly, the storym [ 
often indescribable, feeling of comfort The isolated park we were allowed - 
and intuitiveness. to skate in was very deliberate in 5. 
Опе of the major tweaks made іп concealing nature, so it’s pretty car 4 
the game is the level of realism versus EA doesn't want to let the cat out > 


E 


playability. Six months ago, we were of the bag too early. Scheduled for 
lucky if we could land even one or two release sometime this year, we expect ` 
rail slides; now, while still challenging big, big things when the game finally = 
in its own right, we're able to hit them ships. KAISER HWANG 


Mild Suggestive Themes 


Violence 


Available for the PlayStation®2 computer entertainment 
system and PSP® (PiayStation®Portable) system 


Я GRINDHOUSE Grinding's more grounded in reality here than it is in the Tony Hawk games. 
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& for Windows 
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esz: Calling All Cars 


GET YOUR CRIM 
CRACKDOWN ON 


| | | Who could have imagined 

EE that David Jaffe's next project 
would be a game like Calling All Cars? 
This isn’t the over-the-top, ultra- 
violent action game we expected 
from the man behind God of War. It’s 
more subdued, more arcade-y, more 
cartoon-y, and more - dare we say it? 
- kid-friendly. 

Calling All Cars is a game where 
you and three other players unleash 
your inner Dog the Bounty Hunter and 
compete to catch as many criminals 
as possible within а set time limit. It's 
a lighthearted, humorous game that 
harkens back to the earlier, simpler 
days of gaming where you didn't 
need big production values to sell a 
game; all you needed was fun and 
entertaining gameplay. 


The game seems to have plenty 
of that: drive around, pick up a bad 
guy, drop him off at the jail. It sounds 
pretty basic, and it is, though there 
are more levels of depth because the 
other players are scrambling after 
the criminal, too. In doing so, they 
can slam into you, forcing you to drop 
the target. Additionally, there are 
ten selectable vehicles, each with 


INAL % 


i 


m 
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AVAILABLE 


March 


TYPE 


MULTIPLAYER 


ONLINE 


ESRB RATING 


Everyone 
PUBLISHED BY 


MADE BY 


Sony Santa Monica 


Я GOTTA CATCH'EM ALL See that guy flying in the air? You want him. 


TOP GEAR 


We've got a look at eight of the vehicles 


you can choose from. Unfortunately, we 
don't know what kind of stats they have 
yet (each one has different strengths and 

- weaknesses), and we don't know what the 
other cars look like. We'd love to see some 

| unlockable vehicles from Twisted Metal, 
like Sweet Tooth's ice cream truck. Better 
yet, how about Kratos with Icarus wings! 


LOVE IT The art style, that is. 


their pros and cons, as well as 
a variety of weapon pickups, 
making it more. of a.car.combat 
game - which will no doubt 
remind people of another earlier 
Jaffe project, Twisted Metal. 
The goal of the game as 
a whole is to provide a fun. 
multiplayer experience for up 
to four players, both online and 
off, all the while running at a 
constant 60 frames in 1080p. 
All that remains to be seen 
is whether or not the game 
will have the lasting appeal of 
the Twisted Metal games. As 
we've seen in the past, Jaffe's a 
creative guy, and he has some 
talented people working for him. 
We'll find out soon enough, it 
seems, as the game is slated to 
be released on the PlayStation 
Store around the time you're 
reading this. JUSTIN CHENG, 


MOST WANTED 


Here are some of the guys you're 

after. Each one affects your vehicle 
differently (the fat criminal may slow. 
your car down, for instance, though 
this was part of the original design 
document and may or may not be 
included in the final game) and is worth 
adifferent amount of points. 


For every Mortal Kombat fatality in six minutes, plus о 4.9 
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спот дитие | 


| MU | 


esa: Dawn of Mana 


If there's one series 

В Square Enix is known for, 
it's... well, Final Fantasy, but 
they've had a number of other 
big games as well, including 
the more action-oriented Mana 
series, the most famous of 
which is probably the SNES 
game, The Secret of Mana. 

Which brings us to Dawn 
of Mana, the "true" sequel to 
the SNES classic. Or perhaps 
we should say "true" prequel: 
“Dawn of Mana depicts the 
beginning of the Mana Tree 
and the Sword of Mana,” says 
Koichi Ishii, the creator of the 
world of Mana. "With this title, 
you will find out how these key 
elements, essential to the Mana 
series, came tole. Dawn of 
Manais the first story in the 
series, meaning that all previous 


BAD GUY 
We assume. 


titles take place in the time 
period after Dawn of Mana. The 
Mana series is a set of titles that 
share the same environment, 
and it doesn't necessarily mean 
that all of the titles can be lined 
up in chronological order." 
Obviously, Dawnis a very 
different game than Secret, just 
from a technological standpoint; 
there's а 14-уеаг gap between 
the two games, and graphics 
andigameplay have come a long 
Way in'that Чте. "Dawn of Mana 
is a watershed moment in the 
franchise sifice it is the first time 
that the series has moved into 
full 3D," Ishii says. "With it we've 
learned some lessons that will 
help guide our development in the 
future. Of course, the toughest 
part was translating the 2D visual 
style into the 3D realm. We took 
exorbitant amounts of time to 
ensure that everything, from 
rabites to trees to mushabooms 
were faithfully recreated in a 
3D landscape. After that, we 
went to work recreating the 
trademark Mana gameplay for 
30.” So, the quick action of the 2D 
games is fully recreated in a 3D 


So you'd prefer that 1 execute all ор 
you. Let’s begin with the Tree maiden! 


environment. 4 < 
To compare it to xc 
Something Square 
Enix fans might recognize, 
the game plays a little like 
Kingdom Hearts = only with more 
environmental interactivity. 
The reason for this is because 
Dawn of Manais one of the few 
Japanese games to use the Havok 
engine. Ishii explains, “We wanted 
to create a world where players 
could ‘touch’ the environment 
around them. To do this, we 
utilized a modified version of the 
Havok physics engine to provide 
lifelike physics to the world. This 
allows us to develop a land where 
objects react and behave with 
one another in a fashion that is 
befitting of the Mana franchise.” 
An intriguing origin story 
coupled with familiar-yet- 
different gameplay, all in the 
charming Mana world? Sounds 
like a recipe for success - at 
least as far as the established 
Manafans are concerned. Will 
Dawn of Mana bring in new fans 
to the fold? We'll find out soon 
enough - expect a full review 
next issue. JUSTIN CHENG 
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STATE OF THE 
"NATION 


We sit down with Sony Computer Entertainment 
of America President to discuss... 
well, EVERYTHING 


ack Tretton may still be settling into 
his new role as President, but he 
certainly isn't new to Sony Computer 
Entertainment of America. Having been 
there since the company's inception 
in 1995, he helped launch the original 
PlayStation and has been a key player in 
JACK the brand's rapid rise to the very top of 
TRETTON ху : 
NIE the videogame industry. 
President and In stark contrast to the cold, corporate 
CEO, Sony image that Sony is sometimes labeled 
Computer with, Tretton is friendly, enthusiastic, 
Entertainment and easily approachable. If this new 


of America n 1 
round of console wars is challengin 
WHY YOU zi 


SHOULD CARE Sony more than the last, there's no sign of 

ABOUT WHAT it on his face. Sitting across from Tretton 

HESAYS in a meeting room at SCEA's northern 

Are you California headquarters, he genuinely 

kidding? He's comes across as a guy who is enjoying his 

etal new role, enjoys working in videogames, 
Shea 2 and is supremely confident in the direction 

the shots that his company is taking. ~~ 
and knows As the PlayStation 3 moves beyond its 

everything we launch phase, we discussed how the system 

ранды has done so far, and where Sony will take 

inore. PlayStation gaming in the months and 


years ahead. 


050 State of the PlayNation 


PSM: How would you с 
the PS3's success r with the 
early days of the PS1 and PS2? 
TRETTON: In 1995, it was like, "My 
God, these guys are putting games 
onto CD. They're targeting a more 
mature consumer, you know, 
early twenties. They're bringing 
3D graphics to a world where it's 
all about 2D gaming... and did you 
know this thing plays audio CDs, as 
well?" 12 years later, it sounds like 
the biggest no-brainer in the world. 
Of course you put games on disc. 
Of course you have 3D graphics. 
Of course you have multimedia 
functionality in your machines. But, 
atthe time, it was revolutionary 
and completely in contrast to what 
everyone else was doing. 
| think you're seeing the 
exact same thing with 
PlayStation 3. You 


v 058 Square Enix Circle 


know, "What's the deal with high- 
def TV and why would | want one?" 
And, “I'm a gamer... what's the deal 
with Blu-ray HD? 60 gigabyte hard 
drive... do really need that?" A 

lot of the questions that are being 
asked today, when we sit down 

10 or 12 years from now and look 
back at what PlayStation 3 was, 
people are going to go, "Of course, 
everybody knows that,” but today it 


$$ WHEN WE ASK YOU TO 
PUT DOWN YOUR MONEY 


ON DAY ONE, 


Р 1 060 Metal Gear Section 063 GTA Central 


1 GETTING 


proved with 
the PS1,a 

PlayStation 
console's life 
isn't over 
the day its 

replacement 
hits the 
market. Case 
in point: one 
of the PS2's 
best-ever 
games - God 
of War Il 

3 -hit months 
afterthe PS3 
launch. With 
PS3, Tretton 

! stresses that 

its $599 price 
is a great deal 

з over 10 years. 


seems like such a radical concept. 
Now, moving on to the launch 

of the PlayStation 2 - that's really 
the sweet spot where PlayStation 
has had tremendous success. We'd 
taken the leadership position away 
from Nintendo and put Sega in the 
rear view mirror, to the point where 
they rethought their plans of being 
in the hardware business. People 
had expectations based [3 052 | 


WE INTEND TO PAY 


BACK ON THAT INVESTMENT OVER 
A 10-YEAR PERIOD au Jack Tretton 


STATE OF THE PLAYNATION 


1778 on what the PlayStation 
had done and expected that 
quantum leap again. And we had 
everyone come to us and say, 

“You know, nobody's ever won 

two generations in a row. There's 
always been a changing of the 
guard, so what makes you guys 
think that you can do it again?” 

We really felt like we had 
harnessed state-of-the-art 
technology. We had a great 
relationship with the consumer and 
were offering them great value that 
they were going to embrace. 


PSM: The PS2 is still selling well 
today, and - as it's been stated 
several times before - the plan is 
for PlayStation 3 to still be on the 
market 10 years from now... 
TRETTON: In the videogame 
business, | think consumers were 
just used to being duped for the 
last 20 years. Like, “I'm going to 
put a lot of money into a machine 
and they're going to sell me a lot of 
software, and then they're going to 
pull the plug on me, they're going 
to make me buy a new machine 
which doesn't have any relation 

to the old one, I'm going to have 


# WE HAVE THE LARGEST 


DEVELOPMENT EFFORT 
WORLDWIDE COMPARED 


ЗТЕРНЕМ CHOW 


Е DID PS3 NEED BLU-RAY? When we look back years 
from now, Tretton says the answer will be a clear "yes." 


TO ANYBO DY " Jack Tretton 


to start all over again buying new 
software for it, and | guess that's 
justthe price you have to pay to be 
a gamer." But, you shouldn't have 
to pay that price. You should have 
some degree of loyalty from that 
manufacturer, and some staying 
power that says, "When we ask 
you to put down your money on day 
one, we intend to pay back on that 
investment over a 10-year period." 
And that's when the price that you 
pay for a videogame system starts 
to seem very reasonable. 

| can tell you, the support for 
the PlayStation 2 is as strong as 
it's ever been. | mean, we'll ship 
God of War Il next month. We'll ship 
over a million copies out the door, 
day one. This is on a platform that 
has seen seven Christmases, and 
you've got a game that will stack up 
against any game, on any platform, 
and will sell units comparable or 
superior to any other release on 
any other platform this year. To me, 
as a consumer, that would give me 
а great deal of confidence in the 
brand. | think the sales that we've 
done and the number of consumers 
that we have supporting our 
platform are clearly the best proof 
that people get that message. 


PSM: More and more, most 
third-party games are going to 
both the PS3 and Xbox 360, so 
it's really up to first-party titles 
to differentiate the consoles. 
With this in mind, Is there any 
underlying strategy to what you 
publish? For instance, do you 
feel that Sony's games need to 
exemplify what the PlayStation 3 
experience should be? 
TRETTON: | think that's a great 
question, and it's at the core of 
one of the key strengths that we 
have that gives us a tremendous 
advantage over anybody else. 
We have the largest development 
effort worldwide compared to 
anybody. 

As we progressed in the 
business, the trend that we saw 
was that — as development costs 
went up — it got harder and harder 
for developers to put games 
exclusively on one platform. And 
then, there was no natural way to 
have that happen unless you went 
out and physically paid for it as a 
hardware manufacturer. So, we felt 
that one of the key ways we could 
differentiate our platform — and 
ensure that we kept the technology 
bar incredibly high, and force the 
rest of the development community 
to raise to that bar - was to invest 
in our first-party development. 
We've been doing that now for the 
better part of 10 years, and we're 
seeing the fruits of that labor. 

We knew what the PlayStation 
3 could do. We certainly hoped 
that the development community 
got up to speed and invested and 
showcased that technology, and 
I think they're doing that. But the 
way to guarantee that, as far 
as we were concerned, was to 
put the money into a game like 
Resistance: Fall of Man and some 
of the subsequent titles you'll see 
here in the next couple of months, 
where we'll be showcasing the best 
that the PlayStation 3 can offer 
this year. | think that forces the 
third-party community to raise to 
that level. 


PSM:Is there an internal focus at 
Sony to create those major new 


brands that will take gaming in 
a slightly different direction, to 
trailblaze things that can only 
happen on the PlayStation 3? 
TRETTON: Sure. Our strategic 
approach to gaming at the 
introduction of our new platform is 
that year one is about introducing 
new franchises, and year two 

is about taking key franchises 

that debuted on other platforms 
and bringing the next-generation 
versions of them, in a whole new 
light, to that new platform. 

I think we've had tremendous 
support from the third-party 
community and we've partnered up 
incredibly well with them, but we 
feel like we control our own destiny 
with our first-party games. 


What Players are Saying 
PSM: What kind of consumer 
feedback have you gotten so far 
for the PS3, from the people who 
are out there playing it? 
TRETTON: The feedback that | 
cherish the most is the feedback 
from people who actually went out 
there and put down $599 of their 
hard-earned money. Every once in 
awhile | meet somebody who not 
only paid $599 dollars for it, but 
bought it online from eBay and paid 
an inflated price because they just 
couldn't wait a few weeks to get 
their hands on one. 

| feel a tremendous amount of 
debt to the consumer to prove 
to them that their loyalty and 
investment in our platform is one 


that's going to pay great dividends. 
The first question that | ask 
anybody when they say they've 
got one is, "How do you like it so 
far?" Resoundingly, | get positive 
feedback. 

The other thing you look at is 
returns. Did somebody have a 
problem with the machine? Was 
somebody disappointed and 
didn't feel like it was worth the 
investment, so they went back 
to the retail store and returned 
it? When we compare both 
the number of returns and the 
defective rate to any of our past 
platforms, far and away we're 
getting the highest performance 
out of the PlayStation 3. That's 
really telling on the long-term 
health of the PlayStation 3, 
because anybody will candidly 
admit that if you're going to have 
problems, you're going to have 
problems in those first few months 


3 BRAND-NEW 
EXPERIENCES, 
ONLY ON PS3 


Acommon 
criticism of next- 
generation games 
is that they offer 
little that we 

"| haven't seen 


before, only with 
better graphics. 
If Sony's 
LittleBigPlanet 

| isanyindication, 
that’s finally 
about to change. 
Developed by 
Media Molecule, 
the game depends 
on player 
participation 
through level 
design and social 
networking. Trust 
us, this should 
be at the top of 
everyone's most- 


wanted list. A 
trial version hits 
this fall, with the 
full release due 
early next year. 


andin that first year. This is an 
extremely technical device with 
some futuristic technology that's 
never been assembled in one 
machine before, and the chances 
of anything going wrong are clearly 
largest in the initial launch phase. 
It's really been as close to flawless 
as you can naturally assume. 
I think it's just a beautiful device. 
It's incredibly quiet. While there's 
a lot going on under the hood, it's 
not something that gets overly 
hot. It has an internal power 
Source, so it's got a nice, sleek 
plug coming out of the back. When 
| think of something that's got 
a big, external power source, | 
think of something that's a little 
bit dated. Couldn't they make that 
more sleek? Couldn't they make 
it quieter? Couldn't they make 
it run cooler? I'd stack up the 
PlayStation 3 against any next- 
generation technology and 


STATE OF THE PLAYNATION 


EA say, “That is a fine-looking, 
fine-running machine,” but more 
importantly, look at the quality of 
the experience when you actually 
boot the thing up. 


PSM: It's a good point that, 
bucking recent trends, there 
were no console-launch 
hardware defects like, “Oh, it's 
scratching the disk," or, "I'm 
getting the red ring of death." 
That's a big achievement. 
TRETTON: There were clearly 
some witch hunters out there, 
soif problems could be found, 
somebody would find them. 


PSM: What has the reaction been 
so far to the PlayStation Store? 
TRETTON: We're pretty excited. 

| guess we're at about 40% [of 
PS3 owners] have logged online 
and are taking advantage of the 
content now. We have the largest 
online audience with PlayStation 2, 
but it's still dwarfed by the offline 
audience. So, we're very excited by 
the fact that — here in the early 
stages - we're getting nearly half 
the people logging on. 


PSM: It seems like the 
philosophy behind PlayStation 
consoles is to ensure that the 
systems are there to support 
entertainment however the 
consumer might want to 
approach it. The PS3 especially 
seems to have been designed 
to be ready for whatever new 
entertainment features or 
standards eventually catch on... 
TRETTON: I'm glad you get that. It 
is very much a conscious effort, 
in that we don't want to force feed 
technology down a consumer's 
throat; we want to let them 
discover it. 

You know, there's nothing more 
aggravating when you go out to 
buy a car, and you say, "Well, | saw 
the ad. I'm interested іп that.” And 
they say, "Oh, we just sold that, 
but we've got one that's kind of 
like it." Then they work you up a 
couple thousand dollars and you 
go, "Okay, am | done now?" "Well, 
you're gonna want floor mats with 
this, and you should really consider 


# WE LEFT PS1 IN THE DUST 


WITH PLAYSTATION 2. | THINK 
WE CAN DO THAT AGAIN 


WITH PS3 " Jack Tretton 


the undercoating. Of course, 

that doesn't include, you know, 

the following..." and you end up 

spending twice as much for the car 

as you thought you would when 

you walked into the showroom. 

That's an incredibly frustrating 

experience for me as a consumer 

and, | think, for most consumers. 
You know, we left PlayStation 

Tin the dust with PlayStation 2. 

I think we can do that 

again with PS3, 


and | think we've 
done revolutionary things with 
PlayStation Portable that people 
never thought possible in a 
handheld gaming system before. 


PSM: Speaking of the PSP, what is 
the next step in its evolution? Can 
you share any specific details, 

or perhaps point to a time of 

the year where you could say, 
“Зотейте around here, you're 
really going to see the PSP take 
that next step?" 

TRETTON: Well, what the 
PlayStation Portable did for you on 
day one was take a console gaming 
experience and put it in the palm 

of your hand. That's something 
that had never been done before. 


Now that PlayStation 3 is out there, 
we've got inter-operability with 
PlayStation 3 via wi-fi. 

Our hope is to have more 
hotspots where you can take 
advantage of online content 
with your PlayStation Portable; 
downloadable services that allow 
you to bring games 
directly off 


the internet, and 

the ability to stream 
content from your PlayStation 
З to your PlayStation portable and 
back from your PSP to your PS3, 
and really have it be a device that 
you just can't live without. 


PSM: One PSP game that | loved 
was LocoRoco, With a PSP 
library of titles that are largely 
based on established PS2 games, 
LocoRoco gave the systema 
fresh kind of gameplay that 

was unique and well-suited for 

a handheld. Is there any focus 
within Sony's studios to put more 
of those types of games out 
there? Games that say, “This is a 
new kind of gaming that is unique 
to the PSP?" 

TRETTON: Yeah, | think you'll 

see more games like that, and I 
think LocoRoco was a perfect 
example of a differentiated, unique 


АЗ MORE 
GAMES 
LIKE THIS, 
PLEASE 

More fresh 
game ideas 
(like LocoRoco, 
pictured) are on 
the horizon for 
the PSP. 


experience for the PSP. [With 
LocoRoco] we didn't realize that 
we had a unique experience and 
we should've treated it a little bit 
differently. That's kind of a learning 
experience. | think it's a learning 
experience for the development 
community, too. What is it that 
the PSP gamer is looking for? 
LocoRoco will have more sister- or 
brother-type games coming out. 
But the vast majority of PSP 
games have been taking that 
console experience and putting it 
on the go, and giving you a version 
of SOCOM, a version of Grand 
Theft Auto, that you can play 
anywhere. While that's incredibly 
appealing, we've still got to get 
our arms around that uniquely 
portable gaming experience that, 
as you pointed out, LocoRoco 
taps into. You'll see more from 
us in that area. That's something 
that's shifting from a console 
mentality to a portable mentality 
— it's something that you kind of 
have to learn over time and we're 
in the first two years of being in the 
portable business. 


PSM: It was recently announced 
that there's a slight hardware 
revision to the European model 
of the PS3 - will this new model 
come to the U.S.? 

TRETTON: No plans for North 
America. The primary change in 
the European model is that they 


do not have the Emotion Engine in 
there [the PS2 CPU], so they are 
relying on software emulation for 
backwards compatibility. Our [U.S.] 
device offers the Emotion Engine, 
and we don't have any plans in 

the near term to change from that 
strategy. 

That being said, you will see the 
PlayStation 3 evolve over time, 
hopefully, to the benefit of the 
consumer and not at the expense 
of the consumer. Again, | would 
point to the evolution of the original 
PlayStation and the PlayStation 2 
as examples of machines getting 
better, smaller, faster, and cheaper. 
Those are all the things we've 
brought to the consumer over time, 
and we hope to do the same with 
PlayStation 3 in time. 


PSM: | imagine there will be many 
times that the system is tweaked 
in ways that the consumer 

might not even notice, little 
changes that could eventually 
lead to cost reduction, improved 
performance, things like that. 
TRETTON: Yeah. | think, at the end 
of the day, we're investing in the 
consumer, just as they're investing 
in us. The biggest leap of faith 

is day one. That's when we're in 

a position where, quite frankly 

— it's publicly known - we're not 
even making money. We're losing 
money. The consumer is investing 
in technology that's at its highest 
price point and is yet to bear all 


HOME: THE NEW FACE OF PLAYSTATION 3 


Sony's recently announced "Home" online community could be that one unique, identifiable feature that separates the PS3 from the competition in a major way. 


the fruit that it will bear. Over time, 
we'll be able to cost reduce the 
system and pass those savings 
onto the consumer, and make 
amore compelling experience, 
but if we didn't make that initial 
investment, the machine wouldn't 
do what it ultimately does over 
time. That initial relationship with 
the consumer in years one and two 
is one that we cherish, and we find 
that those consumers that are on 
board, day one, for PlayStation 3 
were also the same consumers 
that were on board, day one, for 
PlayStation Portable and PS2 
and PS1. While every consumer is 
valuable to us, they're probably our 
most valuable consumers. 

| had the pleasure of working the 
event in San Francisco [at Sony's 
Metreon center] when we launched 
PlayStation 3, and | literally 
recognized people. People said, 
"Remember me? | was number 
three in line for PSP." And | said, 
"Yes, | absolutely do. Great to see 
you again." These people pride 
themselves on being the first to 
have the new technology, platform 
after platform. Like | said, those 
people clearly pay my salary, so | 
want to make sure that | keep them 
happy. 


PSM: Speaking of that PS3 
launch event, | saw the amazing 
crowd reaction when you 

stepped off the truck with the 
first PlayStation 3s in B 


Е JOB PERKS Tretton gives All-Star MVP Dwyane Wade 


STATE OF THE PLAYNATION 
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TEA your hands. How did that 
compare to when you presented 
the Skills Challenge trophy to 
Dwyane Wade at center court 
during this year’s NBA All Star 
weekend? 

TRETTON: The trophy at the All Star 
weekend is fun, but that's more 
like, "Hey, corporate guy - get up 
here, stand on the podium, give 
away the trophy, and get off." You 
know, "Here's Joe, never heard 


of you from, you know, whatever 
company presenting another 
corporate-sponsored award." 
While that's exciting because it's 
pro sports, you don' really feel like 
you have anything to do with the 
heritage of that. 

When it's gamers - l've invested 
20 years of my life in this. This is 
my life, it's not my hobby. For the 
people out there, it is very, very 
important to them. Important 
enough that they waited in line 
and they slept out, so they're as 
excited and they're as invested 
in the technology as | am. It's 
great to be around people that 
are as passionate. As far as I'm 
concerned, there's no comparison, 
because l'm a fish out of water 


at the МВА All Star game, but I'm 
among our most ardent and loyal 
followers when l'm at a platform 
launch. That's a euphoric feeling. 
That's when you'd clearly do the 
job for free, when you have the 
opportunity to be part of that. 


PSM: For the first time in many, 
many years, you guys have some 
serious competition. Is there a 
feeling that Sony is maybe a little 
bit hungrier, or a little bit excited 
about a fresh challenge? 
TRETTON: The simple answer is 
that, selfishly, | wish we had no 
competition. We got pretty close 
to that in Japan, where it was 
PlayStation... and then a cliff. 
There was no Xbox, there really 
was no GameCube. We owned the 
marketplace, but gaming really 
suffered in Japan, and it's clearly 
a distant third market right now, 
to alarge degree based on the 
population - there just aren't as 
many consumers as in Europe or 
North America. To some degree, 


$$ | DON'T THINK THERE'S 
ANY ONE GAME THAT 
CAN MAKE A CONSOLE 


SUCCESSFUL a" Jack Tretton 


it was difficult for us to carry the 
ball of innovation and creativity 
completely on our back. 

If we're successful and the 
consumer is happy, then whether 
we're the only ones doing it or 
whether there's 10 companies that 
are successful, is really irrelevant. 
| think, ultimately, any interest in 
the category is good. Anything that 
gets somebody into a videogame 
aisle gives us the opportunity 
to show the consumer what the 
PlayStation brand has to offer and 
ultimately convert them into a sale. 
While I'm mindful of our competition 
because they're competing for that 
consumer as well, I'm also mindful 
of all the other aisles in the store, 
and all the other things you could 


be doing outside of spending your 
money on consumer electronics. 
We're competing with all forms of 
spare time and entertainment. 


PSM: Looking forward through 
this year and beyond, how do 

you see the Xbox 360 and the 
Wii's long-term position in the 
marketplace? 

TRETTON: | think the Wii has 

carved out a nice entertainment 
experience. Whether it's a long- 
term console experience that 

will appeal to the masses, | think 
remains to be seen. | think the Xbox 
360 is a continuation of a journey 
that Microsoft started with the 
original Xbox. | think it’s somewhat 
at the expense of the original Xbox; 
| don't see the continued heritage 
on the Xbox brand that | think we've 
seen with the PlayStation, where 
there's an inter-operabiliy and a 
relationship and a continuation of 
everything that was in the core 
DNA of the original PlayStation. | 
don't see that happening with the 
Xbox 360. | see a more traditional 
"Start, stop. Start, stop" approach. 
I think, until they ultimately get it 
right, the consumer is going to have 
to take а little risk in investing in it. 


PSM: Microsoft has had success 
at maximizing a small number 

of key franchises (most notably 
Halo) to sell systems, while 
traditionally, Sony has focused 
less on any one game and more 
on establishing a broader overall 
library. Could Sony be planning 
to create that one huge system- 
selling killer-app, as well? 
TRETTON: | don't think there's any 
one game that can make a console 
successful or say, "We've got a 
broad base of consumers." While 

| certainly admire some of the 
great games that have been done 
on competitive platforms, there's 
no one game that'd make me say, 
"If we just had that, we wouldn't 
need anything else." There's no 
one audience you can survive on 
as a platform holder. If you want 
to continue to branch out, it's like 
you're painting the golden gate 
bridge - by the time you get to one 
end, the paint's peeling back at the 
other end, and you gotta go back. 


You constantly have to start with 
the core and expand to the masses, 
but never leave the core behind. 

I think that strategy has paid off 
very well for us. It's much easier 
to go from the core down to the 
casual gamer, from the older 
consumer down to the younger 
сопзитег, than it is to go in the 
opposite direction. | think there are 
alot of people that want to emulate 
the bigger brother, the older 
consumer, but very few people will 
50, "Wow, | want to be just like my 
10 year-old little brother. That's 
really cool what he's doing." When 
you go around to the airport and 
you see a lot of 20-somethings 
with their PSPs, I'm confident that 
you'll also see a lot of kids playing 


THE COMPETITION HEATS UP 


Sony has dominated the market for nearly a decade, but it's finally facing strong 
competition from Microsoft and Nintendo. This holiday season should be crazy! 


their PSPs. If all we had were 

10 year-old kids playing PSPs, it 
would be difficult for me to envision 
20-somethings doing it. 


PSM: How will Sony approach E3 
this year? Gamers have come 

to expect that console makers 
will make their most important 
announcements and unveil their 
biggest new games there, but 
now that the show has been 
significantly downsized, will this 
still be the case for Sony? 
TRETTON: The reality is that, 
hopefully, gamers will see better 
[game] code, sooner, in a more 
timely fashion for the holidays, as 
aresult of the downsizing of the E3 


experience. People put millions of 
dollars into these expensive booths 
that, ironically, weren't open to the 
consumers. It was planned around 
meetings with retailers, the press, 
and the analyst community, but it 
didn't really target the consumer. 
To get code ready for ЕЗ, teams 
had to step away from the normal 
development process to crunch on 
demos to display on the show floor. 
It actually hurt the development 
process in the long term. So, 
hopefully — while there will still be a 
big press focus - the development 
teams can now spend a little bit 
more time on actual code back in 
their offices and a little less time on 
show and tell. 

Ultimately the consumer will 
get just as much information, but 
they will not get an interrupted 
development process. | think that's 
what you'll see as a consumer, that 
they'll ultimately benefit from the 
whole thing. 

So, I think this is now a 
year-round business with no 
slow period. It's not just about 
ЕЗ, it's about many events and 
announcements through the 
course of the year. | think a title 
like God of War Il is a testament to 
the strength of the industry and 
the strength of our brand and the 
longterm nature of it. Does it really 
make sense to bring one of your 
key franchises like God of War Il out 
on the PlayStation 2 as opposed 
to PlayStation 3, and does it make 
any sense to bring it out in March 
when Christmas has been over 
for three months? The answer is 
absolutely yes, because the PS2 is 
an incredibly relevant platform and 
we're shipping over a million copies 
of the game, day one, in March. So 
this is a year-round business, it's 
amulti-platform business, and | 
think you'll see the same in terms of 
information for consumers and the 
press, in terms of announcements 
— it's just too much to contain in 
one event or one time period now. 


PSM: That's good to hear. You 
know, l've just realized that 

we've gone way over - | really 
appreciate the extra time. 
TRETTON: That's my fault, because 
love to talk about games [laughs]. 


SOUARE ENIX 


Final Fantasy ХІІ visuals are set to redefine 
what we can expect in a game 


producers of computer- 

generated graphics in the 
world, Square Enix has been 
flooring gamers with dazzling 
CG since Final Fantasy VII. The 
company eventually tried to 
expand into traditional film by 
releasing Final Fantasy: The 
Spirits Within in theaters. With 
a plot that was perhaps too 
cerebral for mass audiences at 
the time, the movie actually made 


d narguably one of the best 


its mark in history with its visuals. 


Like nothing before its time, 
the digital actors in the movie 
were leaps and bounds beyond 
anything anyone had ever seen. 
The main character, Dr. Aki Ross, 
was even featured in a bikini in a 
2001 issue of Maxim magazine. 
To produce the visuals at the 
time, hours upon hours were 
needed just to render one frame 
of animation featuring the doctor 
due to her tens of thousands 


b diui NU 
E RIDE ME Shiva, a character from many other Final 
Fantasy games is back, only this time as part motorcycle. 
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of individual hair strands — and 
this was using a huge network 
of cutting edge computers all 
working in parallel, commonly 
referred to as a render farm. 
Now, just six years later, 
Square Enix's Final Fantasy XIII 
is well into development for the 
PS3. Besides the inherent thrill 
of another game in the series 
being made, the graphical quality 
is simply stunning. In fact, we'd 
Say it's, at worst, on par with 


The Spirits Within. Think about 
that for a second. Sometime in 
the next year or two, you'll be 
playing a game on a home console 
that's, so far, visually superior to 
a Hollywood movie that required 
hundreds of computers to make. 


This fact alone validates the 
capabilities of both Square Enix 
and the PlayStation 3 as both 
being world class. Just think what 
another six years down the road 
could bring us. Crazy, isn't it? 
KAISER HWANG 


MGS SECTION & MAY & All About Metal Gear Solid 


PORTABLE OPS 
RETROSPECTIVE 


We chat with MPO's producer, 
Noriaki Okamura, about, well, MPO 


Noriaki 
Okamura 
TITLE 

Producer, Kojima 
Productions 

WHY YOU SHOULD 
CARE ABOUT WHAT 
HE SAYS 

Okamura was а 
producer on Metal 
Gear ACID 2 and 
MPO. He was also 
the director of Zone 
of the Enders, 


PSM: Given that Metal Gear has 
always been about going solo, 
how was it decided that Portable 
Ops should focus on squad 
maneuvers and army-building? 
OKAMURA: One of the first 
directions Mr. Kojima gave us 
early in development was to 
create an MGS title focused on 
recruiting soldiers. This idea 
came out of the concept to make, 
use of the portability of the PSP, 
where you can carry the game 
around and play anytime you 
want – recruit soldiers, create a 
unit, and then play as that 
unit. We then worked 
off that idea 
when we 


approached the storyline, for 
example. From there it was pretty 
obvious that the game should be 
set after the events of Metal Gear 
Solid 3, when Naked Snake begins 
the process of building Outer 
Heaven. 

As you can see, the 
development of MGS on PSP 
was not a sudden drastic change 
in approach, but rather a very 
gradual one. 


PSM: Other than the Cold War 
itself, was there any real-world 
inspiration behind the events of 
the game? 

OKAMURA: With MPO set in 1970, 
we wanted the visuals to also 


^ 


В NOT SO SOLO In 
MPO, Snake depends on a 

squad to help him complete 
objectives. 


INTERVIEW: 


I ! Noriaki 
Okamura 


represent a 1970s look. This 
was the main philosophy behind 
the decision to use washed out 
yellows and design a rocket-like 
Metal Gear. 


PSM: Why was Colombia chosen 
as the game's setting? Were other 
places considered at first? 
OKAMURA: Initially we planned 
to set the game somewhere 
in the eastern side of the 
United States. We then 
looked at setting the game 
onan island in Central 
America, but we realized 
that an island would be too 
small for the game map. After 
re-examining the history, it 
made sense to set the game in 
Colombia. 


PSM: You guys really crammed a 
ton of stuff onto that UMD. Was 
there anything you wanted to do 
that just wouldn't fit? 
OKAMURA: We did have to 
sacrifice a number of small 
things, but nothing really 
worth mentioning. I'm 
4 happy that we were able 


Е BIG BOOM Louds ex 


to fit nearly every part of MPO 
onto one UMD. 


PSM: Not to spoil too much, 
but it was cool to see a 
familiar face behind Null's 
ninja mask. Were any 
other characters 
considered for the 
role of Original 
Ninja? 

OKAMURA: The 
choice of Null 

was obvious from 
the get-go. He's an 
important part of the 
Metal Gear saga, and 
it was exciting to fill in 
another chapter of his 
sad history. 


PSM: What was behind the 
decision to use Ashley Wood's art 
for the story sequences, rather 
than in-game cutscenes? 
OKAMURA: When we decided to 


plosions aren't exactly stealthy... 


create a new MGS game on PSP, 
most of our decisions were based 
on PSP playability. One of those 
concerns was battery life and 
having players sit through lengthy 
demo sequences. The trade off 
was great — we didn't have to 
sacrifice quality with low polygon 
models, and we got a chance to 


» work again with Ashley Wood. 


PSM: Roy Campbell never struck 
us as much of a hipster. How did 
you decide on his new look for 
Portable Ops? 

OKAMURA: Young Roy Campbell's 
appearance and personality 

was something Mr. Kojima came 
up with. He imagined a young 
Campbell as a hip, cheerful 
playboy. 


PSM: Python was a pretty 
fascinating character, even 
though we didn't see too much 
of him. What's the story behind 


those spikes on his head? 
OKAMURA: According to the 
setting, Python has heat 
sink implants to adjust his 
temperature - this drove his 
visual design. 


PSM: So, who was Ocelot talking 
to on the phone at the end this 
time? Anyone we know? 
OKAMURA: Hmm, who do you think 
that was? [Laughs.] l'Il leave that 
up to you guys! 


PSM: Portable Ops contains 
tons of veiled and not-so-veiled 
references to the Sons of Big 
Boss. Can we expect to see Solid, 
Liquid, or Solidus Snake play a 
role in future installments? 
OKAMURA: The story of Portable 
Ops is connected to Metal Gear 
Solid 4. It'll all make more sense 
when you finally get your hands 
on MGS4. 

MIKEL REPARAZ 


в WITH MPO SET IN 1970, WE WANTED 
THE VISUALS TO ALSO REPRESENT A 
1970S LOOK В Noriaki Okamura 


BIG BOSS 
GOES 
OFFLINE 


Sad news for 
those who 
played the 
online portion 
of MGS3: 
Subsistence. 
Says Konami, 
“The last 

day of online 
service for 
Metal Gear 
Solid 3: 
Subsistencein 
North America 
will be April 
2nd. Konami 
sincerely 
thanks 

all of the 
Subsistence 
online 
community 
for their 
dedication to 
the game and 
support of the 
Metal Gear 
Solidseries. 
The Metal 
Gear online 
tradition of 
stealth, action 
and team play 
continues 
onthe PSP 
system 

with Metal 
Gear Solid: 
Portable Ops 
with all-new 
characters, 
levels, and 
modes of play 
- don't miss 
this incredible 
evolution of 
Metal Gear 
Online.” 
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GTA CENTRAL © МАУ © All About Grand Theft Auto 


WILL GTA IV BE А 
EUPHORIC EXPERIENCE? 


ake a look at those screens 

of LucasArts’ next-gen 

Indiana Jones title. Now, 
what's special about the game 
is how the characters animate, 
thanks to NaturalMotion's euphoria 
engine. What's so special about 
euphoria? "euphoria brings 
Dynamic Motion Synthesis (DMS) 
onto PlayStation 3, Xbox 360, 
and РС,” says NaturalMotion 
on their website (http://www. 
naturalmotion.com/euphoria.htm). 
"With euphoria, animations are 
not canned, but are generated on- 
the-fly by the CPU as the game is 
played. Every tackle is your tackle, 
every haymaker is your haymaker." 

So what does this have to do 
with Grand Theft Auto? Well, it was 
recently announced that Rockstar 
Games are partnering with 
NaturalMotion to use euphoria in 
their upcoming next-gen projects. 
Does this include GTA IV? You bet. 
With the impending release of 

GTA IV reaching ever closer, it 
would seem difficult to implement 
euphoria in the game. But 
NaturalMotion says, "euphoria 
is not middleware. Instead, 
NaturalMotion has close co- 


development relationships with 
publishers and development teams 
to integrate euphoria into their 
next-generation titles. This allows 
clients to hit the ground running 
and produce euphoria-enabled 
games within short time frames." 
So GTA IV should still be on track to 
make its October 16th release date. 

Other projects using euphoria 
are the aforementioned next-gen 
Indiana Jones title and another 
upcoming LucasArts game, Star 
Wars: The Force Unleashed. If you 
want to see euphoria in action, 
check out http://www.youtube. 
com/watch?v-IVpLWnF3MWA. 
JUSTIN CHENG 
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How We Review 
Nobody knows PlayStation games 

like PSM - our experts have reviewed 
every one of them for the past 10 years. 
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“THE LAST GREAT PS2 
САМЕСОЧЕО QUITE 

OSSIBLY BE THE 

GAME OF THE YEAR 


You will say “wow.” Or 

“awesome.” Or “cool.” 
Or any other number of similar 
exclamations over the course 
of playing this game, this grand 
adventure called God of War Il. You 
will, at one point or another, say 
something like that, because this 
game is simply packed with those 
kinds of exhilarating moments. 

And it only makes sense - this 

sequel expands upon almost 
everything that made the first 
game great. Not to say that it's 
an altogether better game than 
the first (after all, the first game 
set the bar quite high), but it's 
clear that the gamesmiths at Sony 
Santa Monica have taken to heart 
almost all of the comments and 


criticisms from the first game and 
adjusted this game accordingly. 
More bosses. Less frustrating 
platforming. Even the gameplay, 
which many viewed as nearly 
perfect the first time around, has 


been tweaked. All of these changes 
come together to make for a better 
overall experience. 

But first, some background. A 
little warning before we go any 
further: we're going to touch upon 
some story elements from the 
first game that may be viewed as 
spoilers to those who have never 
played it. All those who don't 
wish to be spoiled should 
stop now and just look 
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at the score and read the 

little verdict box. The bottom line 
is that this game is a masterpiece 
and should be played by almost 
everyone (we say “almost” because 
this is a Mature-rated game that 
should only be played by those old 
enough to play it). Everyone else 
ready? Let's continue. 

When we last saw Kratos, he 
had defeated Ares to become the 
new God of War (hence the title 


of the game). Since then, Kratos 
has become dissatisfied and has 
decided to aid his fellow Spartans 
in conquering the known world. 
Naturally, the other gods aren't 
exactly pleased by this turn of 
events, so they turn against Kratos, 
tricking him into relinquishing his 
godly powers, which leads to some 
unpleasantness (to put it mildly) 
for the angry Spartan. Fortunately, 
Kratos is spared and goes ona 


quest to change his fate. 

This quest, of course, is 
raught with perils that you, as 
ratos, must overcome. It's in this 
adventure that the real fun begins, 
as Kratos encounters a number 
of Greek heroes and mythological 
beasts and proceeds to slaughter 
them in order to reach his goal. (As 
one person said, Kratos is like the 
Forrest Gump of ancient Greece, 
interacting with all the big names.) 
here are many weapons at your 
disposal, including his signature 
weapon, Athena's Blades (for those 
of you that don't remember, he lost 
his Blades of Chaos at the end of 


GRIFFIN GORE Slaughtering mythological 
beasts is all in a day's work for Kratos. 


the first game), but he eventually as well in GoW Il). There are little 
gets some other weapons, as refinements to the gameplay with 
well as some new magic abilities slightly different attacks with 

— though many of his new magic Athena's Blades and better button 
attacks are pretty similar to his assignment (like pressing circle 
original ones. (Instead of throwing instead of R2 to open doors). 
thunderbolts with Zeus' Fury, A bigger improvement is in the 
for example, Kratos now shoots overall pacing of the game, 


arrows with Typhon's Bane.) 
Kratos has some new moves, 
too, including the ability to swing 
on grapple points with Athena's 
Blades, the ability to glide with 
Icarus’ wings (an ability that was 
originally going to be featured in 
the first game, but was scrapped), 
and the ability to use the Golden 
Fleece to counterattack (it's like the 
Royal Guard style from Devil May 
Cry 3, where you press the guard 
button right as you're about to get 
hit to negate the damage, only you 
can usually do a counterattack 


reviews & GAME 


which is helped by the fact 

that there are more bosses and no 
area where you really get stuck. 
The first game only had a handful of 
real boss fights; this game has way 
more than that, but the boss fights 
(except the spectacular first boss 
fight – a fight that easily trumps 
the hydra battle from the first 
game) feel less grand. Perhaps it's 
because there were so many that 
they started to feel less special, 
perhaps they were just less grand 
to begin with, or perhaps the 
standard set by the first boss fight 
made all the subsequent ones feel 
more mundane by comparison - or 
perhaps it's a little of all three. Don't 
get us wrong — all the boss fights 
are awesome in their own way, but 
there's something about them that 
feels a little less special. 

At least there's no level like 
Hades from the first game. The 
only times when we got stuck this 


BREATHTAKING GRAPHICS It's on 


aPS2, noless. Impressed yet? 


Е CYCLOPS The biggest there is. 


EJ READY? Enemies approaching. 


EJ ICARUS’ WINGS Way better than Red Bull. 


Е WATCHED Is that a pathway or something scarier? 


time around were when we were 
stuck on puzzles. Some of them are 
real stumpers, but you can usually 
figure out the solutions after some 
experimentation. It's just too bad 
that the only way to unlock all the 
goodies is to play the game on the 
hardest difficulty (not an easy feat 
at all) - not to mention the harder 
challenges in Challenge of the 
Fates, which is punishing despite 
the fact that you can save between 
challenges. The camera can also 
be a slight annoyance; we don't 
necessarily need control over the 
camera, but it can be hard to see 
from time to time. 

Even with better overall pacing, 
however, we do have some minor 
criticisms with story. The first 
game was a personal journey, a 
journey of revenge that had a few 
plot twists thrown in for good 
measure. This game doesn't really 
have those twists (especially if 
you unlocked the secret movies 

in the first game — one of them in 
particular gives away the big reveal 
in the second game), and while it is 
also a tale of revenge, it lacks the 
personal touch of the first game. 
Don't even get us started on the 
ending — all we can say is that 


there had better be a third game. 
But wed want a third game 
anyway, simply because this 
game - this series, in fact — is so 
well-crafted. Even if it didn't have 
the violence and the gore and the 
nudity and all that fun stuff, it would 
still be a great game because of its 
masterful gameplay. Of course, it's 
the combination of everything that 
helps make God of War Па truly 
amazing experience. JUSTIN'CHENG 
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ac 


PSM SCORE 
amma auma 


a 
out of 10 


Fl racing isn't 
very big in 

the U.S., but 
Formula One 
Championship 
Edition does 
agreat job of 
bringing the 
sportto the 
PS3. The game is 
so tweakable 
that it can 
appeal to both 
the diehard 

F1 fan or the 
F1 newbie. 

It's definitely а 
difficult game, 
but it's also a 
rewarding one. 


|| Racing sims can be a mixed 

! bag: if a game is too tough, 
it can alienate newcomers, but 
if it's too arcade-y, purists will 
pooh-pooh it - both of which can 
result in bad review scores. Not 
to worry though, Formula One 
Championship Edition offers some 
of the truest-to-life driving we've 
seen, while also being the Burger 
King of F1 racers - you can have 
it your way. 

The core racing is F1 at its 
finest, but Sony has built in enough 
tweakability that, with a little 
practice, anyone can pick it up 
and play - want some help with 
braking, traction, or spin-outs? 
You can manually turn on a variety 
of driving aids that will make the 
game much more user friendly for 
beginners. There's also an optional 
colored racing line, à la Forza for 
the Xbox, that will help you line- 
up your cornering and passing, 
including braking hints. For good 
measure, we turned off all the aids 
and jumped into the Career mode, 


t THAT'S 
2 AS YOU 
Zu WANT IT TOBE 


which makes you qualify for a spot 
ona team before you can even get 
into real racing. 

Here's the deal — Formula One 
will challenge you. It will punish 
you for the most innocent of 
mistakes and spit you into last 
place to try again, but it's utterly 
addicting, especially once you start 
racking up big wins. Seriously, we 
haven't fought as hard to beat a 
racing game since we struggled 
to unlock all the secret tracks in 


Everyone 
MULTIPLAYER 
Т1-ріауег versus 


720p 
-Dolby Digital 
«PS Network 
PUBLISHED В\ 
Sony 

SCE Studio 
Liverpool 


the GameCube's F-Zero GX, but it's 
worth it. You say you're not up for 
the challenge? Turn the driving aids 
on and jump right into the race in 
Championship mode. 

Graphically, Formula One really 
shines. From the sparkly cars to 20 
lovingly recreated official tracks, 
it's Fl car porn and worth every 
penny. Plus, there's lots of replay 
value with online support for 11 
drivers to jump into the action. 
CASEY LYNCH 


_ FOR THE WIN Work your way up 
to the front. 
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=. Burnout Dominator 


THE 
SERIES TAKES 


$39.99 


Everyone 


PSM SCORE Yes, Burnout Dominator Л » 
; -pl 
нь has all the great racing 4 си 

and crashing we've come to A player versus (pass 

ч T ^U 4 the controller) 
10 expect from the series, and it's у 

QUE an undeniably fun game, but it "Progressive Scan 

feels like a step backwards for (480p) 

the series. mh 

Part of the reason is the fact 

that it's missing the Traffic Check Criterion 
Burnout feature — where you can smash 
Dominator has a ga ү Я В 5 5 
lot of what made same-way traffic into your the series. Oh, and there's no online burns blue and drive as recklessly 
теоре opponents – which is both а play, either. as possible to earn even more 
feels like a blessing and a curse. It's a blessing There are some new features in boost, so, in theory, you could 
stripneddown because it gets back to the basics Dominator, though, like the Maniac boost ad infinitum. 
Burnout. lt's of Burnout — any random cars Mode - in which you drive like, We don't mean to sound overly 
missing some are obstacles to be avoided - but well, a maniac and try to rack up negative, because the game really 
the previous it's a curse because after we as many points as possible within is a lot of fun, as all the games 
[CORE played through Revenge, we got a specific time limit - and some in the series are — we just miss 


theones that 
have replaced 
them aren't 
quite as good, 
butthe racing 
and crashing 


used to using the feature. A more 
pressing concern, however, is that 
Dominator is missing the signature 
Crash Mode. Sure, the mode 


new challenges (including the Drift 
Challenge). A returning feature 

(a feature that hasn't been seen 
since Burnout 2, in fact) is Boost 


some of the features that have 
been stripped out of this game. It's 
still worth playing, of course, and 
it's a great way to bide your time 


is still fun, 
though and slowed down the pace of the World Chaining, where you hold down the until the next-gen Burnout hits the 
waters на Tour a bit, but it was a key fixture of boost button when the boost meter streets. JUSTIN CHENG 


CRASH AND BURN Just like the past 
= games, the crashing 15 the best part. 
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№ 
EPIC Leaping through 
ees terrain on. 


a motorcycle n y 
exploding vehic! 


з. MotorStorm 


THIS. 


MAKES A GOOD ARGUMENT 


FORC 


There were some really 

enjoyable games released 
at the PS3’s launch, but as good 
as they may have been, there 
was always one game we kept 
coming back to: MotorStorm. We 
didn't even have the full game at 
the time - we'd only downloaded 
the demo from the PlayStation 
Store, but that little demo had us 
absolutely hooked. 

Here we are a few months later, 
and we finally got our hands on the 
final version of the game. We're 
happy to say that it's even better 
than the demo, mainly owing to the 
fact that all the great gameplay 
extends to the entire game, and 


there are, naturally, more tracks 
and more vehicles and online play. 
Not to say that there's really 
that much more in terms of vehicle 
and track selection. It's akin to the 
early Ridge Racer games - there 
may only be a handful of tracks and 
vehicles, but they're all finely tuned 
and balanced, and you get to learn 
all of their nuances like the back of 
your hand. So while you don't have 
hundreds of available choices, you 
don't need them. Less is more, in 
this case – though, to be honest, 
a couple more vehicles and tracks 
wouldnt hurt. 
The game could also do 
with a bit more important stuff 


- like splitscreen multiplayer, for 
instance. As great as the online 
play is — it's pretty much lag free, 
and it has headset support, so you 
can talk smack while you're racing 
— offline play really would make 


MotorStorm 
isn'ta perfect. 
game - it lacks 
splitscreen 
multiplayer, 
for one - but it's 
just plain fun 
torace around 
the courses 

with the various 
vehicles (as 
limited in number 
as they may be), 
learning all of 
their ins and outs. 
Besides, this 

is one of the 
best exclusive 
games the PS3 
has right now, 
which ít definitely 
needs. 
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the game even better. MotorStorm 
feels like it should be a game all 
about social interaction, a game 
that you and your buddies can 
gather around and waste a few 
hours while drinking some cold 
refreshments, but the lack of any 
sort of offline play kills that notion. 
Now if you want to play with your 
friends, you have to make sure you 
all have a PS3, a copy of the game, 
and an online connection. Only 
when all those requirements are 
met can you get the party started. 
Another issue, though a 
much smaller one, is when you 
accidentally bump into a seemingly 
innocuous rock formation and 
suddenly explode. As it is, it doesn't 
happen all that often, but it can 
still be an annoyance. Also, as 
coolas the ragdoll stuff is, how 
much cooler would it be if the 
developers went all out with it like 
they do in the FlatOut series? (This 
is an admittedly minor point, and 
it doesn't detract from the overall 
experience in any substantial way.) 
Besides, the gameplay - the 
most crucial part of the game 
— is an absolute joy. It's just fun to 
race around the various terrains 
in all manner of vehicles, carefully 
balancing your boost (you can 
keep boosting until you start to 
overheat; boost too much and 


ERU 


you'll explode), avoiding obstacles 
and other drivers, and trying 

to fight your way to first place. 

It's an over-the-top experience 
(the movie trailer-esque opening 
narration sets the tone) that 
appeals to a basic desire to drive 
as aggressively as possible. 

So, yes, MotorStormis flawed, 
but its gameplay more than makes 
up for its problems. It's a great 
game, but more importantly, it's a 
great exclusive game that makes 
astrong argument for owning a 
PS3. It's not quite the "killer app" 
Sony needs to sell systems, but it's 
certainly exceptional nonetheless. 
JUSTIN CHENG 
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THE TENNIS SERIES | 


FOR EVERYONE 


MAKES A COMEBACK 


PSM SCORE 
a LL] 


Sure, it'd be easy 
to say Virtua 
Tennis 3is more 
ofthe same old 
thing, but that 
would be selling 
it short. It may 
be a simplistic 
game, but 

it’s also a lot 
of fun, and it 
looks good, 
too. Thelack 
of online 

play hurts 

the game, but 
there's loads of 
funto be had 
offline. 


E* As odd as it may sound, we 

actually have some of the 
same feelings about Virtua Tennis 
Заз we do about Virtua Fighter 
5, despite the fact that they're 
completely different types of 
games (though both are centered 
around head-to-head competition). 
It's not because they both have 
“Virtua” in the title; it's because 
neither game feels like they've 
made any radical changes to their 
respective formulas. 

This is not necessarily a bad 
thing, though, especially when 
the gameplay is as solid as it 
is. For those who have never 
played the Virtua Tennis series 
(shame on you), it's a simplified, 
arcade-style version of tennis 
that's basically like a more 
advanced version of Pong with 
actual tennis pros. This basic 
explanation doesn't do the game 
justice, because there are 


more intricacies than that, but 
the bottom line is that the game 
— and the series as a whole, really 
- is just plain fun because it's 
incredibly easy to pick up and 
play, whether you actually know a 
lick about tennis or not. 
It certainly helps that it's 
better looking than any of its 
predecessors - as it should be, 
since the prior two games were 
on the Sega Dreamcast (though 
the second game was ported 
to the PS2, and there was 
See, also ап excellent PSP 
4. вате, too). Plus, 


ose ET седан К 
Е NEVER GIVE UP Mini-games build up your stats. 


HUH? Is this 
guy playing tennis 
or trying to rap? 


the game is one of the few PS3 
titles to support “true НО” (i.e., 
1080p). The graphics aren't mind- 
blowingly realistic or anything 
like that, but as you can see from 
these screenshots, it's a good- 
looking game. 

A more pressing point is the 
fact that Virtua Tennis 3 on PS3 
lacks any sort of online play, 
though there are some useless 
Sixaxis controls as a sort of 
compensation. In theory, the 
Sixaxis stuff is supposed to 
simplify the game even more and 
get you more physically involved 


Pow! 
Think you have 
a powerful 
backhand? 


E LESS TALK, MORE PLAY Bring it to the court, tough guy. 


LJ www.psmoniine.com 


in the game; in practice, however, 
it just feels awkward and tacked 
on and actually more complex 
than necessary. Admittedly, it is 
funny to watch as players flail 
about as they struggle to grasp 
the Sixaxis controls. 

The lack of online play definitely 
hurts the game, because as fun 
as the single-player World Tour 
mode is (and it is fun to create 
a character and build up his or 
her stats by playing mini-games 
and competing in tournaments), 
the game becomes exponentially 
more so when playing against real 
people. Besides, how else are you 
going to show off your customized 
character? (Though, to be 
honest, it's not as if the character 
customization is all that robust to 
begin with.) 

Despite its flaws — and none of 


VIRTUA TENNIS THROUGH TIME 
Virtua Tennis (Dreamcast, 2000) 


Tennis 2K2(Dreamcast, 2002) 


= a) 
POINT 2P / COM- 


them, save the lack of online play, 
are too major — Virtua Tennis 
3has a lot going for it. It looks 
good, and it's a game that pretty 
much everyone can play. Sure, it 
doesn't do anything really new, 
but it doesn't have to: it's just a 
lot of fun, and that's more than 
enough reason to recommend it. 
JUSTIN CHENG 
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Virtua Tennis 3(PlayStation 3, 2007) 
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ACTUALLY 


World War II has been 

fought a million times 
over on consoles, but perhaps 
because of the system power 
required to make sure the 
experience is done justice, the 
PSP has seen a dearth of the 
genre, save for a few duds. Call of 
Duty: Roads to Victory, however, 
proves that not only can the Big 
One be done respectably on the 
small screen, it can at times be 
downright engaging. 

While the PSP is notorious for 
its often wonky control schemes, 
Roads makes strides to help curb 
this problem with various custom 
control configurations, and most 
notably, an auto-target feature 
that, depending on weapon and 


out of 10 


6-player versus 


“Аа hoc Wi-Fi 
Activision 


Amaze 
Entertainment 


Noother 
attempt ata 
PSP FPS has 
worked as 
well as Call of 
Duty: Roads 
to Victory. It's 
the great auto- 
targeting 
Bourne LEFT, RIGHT, LEFT Trek it onfi 
the game work m = с 

so well оп the 
handheld. There 
are some A.l. 
issues, but the 
game is still fun. 
regardless. 


READY, AIM, FIRE The new auto- 
target makes aiming so much better. 


proximity, will automatically snap. 
to target any filthy Nazi near 
your sights. This may sound lazy 
to FPS vets, but on the PSP it's 
almost a necessity, as getting 
accurate aiming with the analog 
nub is extremely difficult. This 
accommodating feature saves 
alot of frustration and helps 
keeps the game moving along at a 
steady clip. 

Don't be fooled, though - Roads 
can be extremely challenging and 
offers several different scenarios 
and gameplay elements, from 
taking out wall-busting Panzers 
to helming the belly gun of a 
bomber, taking care to rarely 
make you feel like you are on 
the same mission ad nauseam. 


е. Call of Duty: Roads to Victory 
AT LONG LAST, AN 


THAT 


You also often have several 
soldiers alongside you during 
missions that span historical 
U.S., Canadian, and British 
campaigns, but unfortunately 
they rarely make much difference 
in a firefight and can even get in 
your way, preventing you from 
making a crucial shot, throwing a 
grenade, or taking cover. 

A.I. annoyances aside, Roads 
is a well done experience on the 
PSP with graphics that are some 
of the system's best and, dare 
we say, even on par with (or, at 
times, better than) a few recent 
console titles in the same vein. 
RYAN RAYHILL 


BOMBARDMENT Danger can come from all angles. 
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Just because 
Shining Force 
EXAisn'ta 
strategy RPG 
like the past 
games doesn't 
mean you should 
overlook this 
hack-'n'-slash 
gem. There's 
alotto like 

- most of all 
the addictive 
gameplay that 
has enough 
wrinkles to 
keep it from 
becoming 
repetitive. 
Andit doesn't 
hurt that the 
graphics are 
nice. 


If you're a longtime fan of 

the Shining Force series, 
you might be disappointed to hear 
that EXA follows in the footsteps 
of action RPG Shining Force NEO 
instead of the earlier strategy 
RPGs. Gone are the tactical 
battles and the turn-based 
combat. Instead, EXA is a Diablo- 
esque hack-n-slash dungeon 
crawler, where combat is never 
more complicated then "aim, 
attack, and heal when needed." 
However, once you put your 
initial prejudices aside, you'll be 
surprised to discover a rewarding 
world, with a compelling premise, 
smooth interface, and some very 
addictive gameplay. 

You play as Toma, the boy- 
turned-warrior who inherits an 
ancient sword, and Cyrille, a 
mysterious and moody sorceress. 
Their story is told through stunning 
graphics, in 2D anime-style art 


transformed into luminous 3D. 
The unofficial third protagonist is 
the Geo-Fortress, a structure of 
godlike powers that you upgrade 
throughout the game. 

One of the best things about EXA 
is the satisfying rewards system 
— everything you do pays off. There 
are treasure chests scattered 
throughout the game, in little 
dead-end corners, as well as side 
paths where you can fight tougher 
battles and earn extra items... if 
you survive. 

The combat in EXA is pretty 
straightforward — complex 
controls and strategies are 
discarded for simpler swing (or 
cast)-and-dodge techniques. 

This is actually a good thing, as 
there are times when you're all 
but trampled under a crowd of 
fifty or so monsters... You hardly 
have the elbow space for fancy 
tactics. Thus far, it may sound 


Sidi Force. 
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$49.99 

Everyone 

None 

‘Nothing 

Sega 


Sega 


like EXA could get repetitive fast, 
but variety comes from the many 
weapons and spells you can use. 
For example, Cyrille has a really fun 
freeze spell that puts a circle of ice 
around her, so she kills enemies 
just by running into them. 

Allin all, once you get over the 
fact that Shining Force EXA isn't 
a Shining Force in the strictest 
sense, you'll be hacking and 
slashing your way to a darned good 
time. TERESA DUN 
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MULTIPLAYER'S MISSING 
BUT THE GAME STILL ROCKS 


E* Grand Theft Auto: Vice City 
Stories was an amazing 
game on the PSP - partially 
because it was on the PSP, 

and partially because it was 

just a superb game in general. 


CRUISIN' Enjoying an 
evening in Vice City. 


PSM SCORE 


out of 10 


E* So you're a soccer fan and 
you've already overdosed 
on the latest FIFA and Winning 
Eleven games - we know, so have 
we. So do we really need another 
soccer title like UEFA Champions 
League 2006-2007 to sink our 
cleats into? The muddied, slide- 
tackling answer is yes. 


PRICE 

$29.99 

ESRB RATING 
MULTIPLAYER 
8-player versus 
SUPPORTS 
-Network Adaptor 
PUBLISHED BY 


MADE BY 


EA Canada 


« vodafone» 


EJ DRIBBLIN' Careful where you 
point those cleats! 


Thankfully, the better-controlling, 
slightly better-looking PS2 
version retains much of what 
made the PSP version so great 

— though it retains many of its 
faults as well, such as some poor 


PSM SCORE 


A.l., as well as some target-lock 
and draw-in issues. 

Just like the PS2 port of Liberty 
City Stories before it, the fun 
multiplayer has been stripped out 
of the PS2 version of VCS, making 
an excellent game less so. There 
are no custom soundtracks, 


TOUGH either, but that doesn't matter 
GUY Yeah, if too much since the soundtrack is 
we had a gun, awesome enough as it is. 

we'd have an Despite its issues, we still 


recommend the game, but 
mainly for those who 
missed out on the PSP 
version. But hey, at 
$20, it's hard to go 

- wrong, even if you've 
played it already. 
JUSTIN CHENG 


attitude, too. 


MULTIPLAYER 
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Rockstar Leeds/ 
Rockstar North 


=: UEFA Champions League 2006-2007 


HERE'S А NICE ALTERNATIVE 
TO THE USUAL FOOTIE GAMES 


KICKER Ah, ain't ы 


nothin’ like a good kick. 


wt 
= 
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In case you 
didn't know, the 
Champions League 
final game is the most 
watched football 
game in Europe, and 
accordingly EA Canada 
has bottled all the 
bloody-shinned intensity, speed, 
and competitive spirit for you 
to enjoy. If 268 teams from 17 
leagues and 49 stadiums aren't 
enough to cup-check you, the 
new Treble mode will get your 
knickers in a bundle. 

The manager-based Treble 
mode creates a story out of 


an assortment of cool soccer 
missions that lead you to vie 
for the near-impossible trifecta 
of football known as the Treble 
— winning the Domestic League 
Cup, your country's top-tiered 
league Cup, and the almighty 
Champions League/Euro Cup. 
CASEY LYNCH 


reviews E STANDARD REVIEWS 


What do Three Doors Down, 
Ashlee Simpson and Panic! At 
The Disco have in common? 

We couldn't figure it out either, 
but their songs round out the 

36 tracks found on this latest 
SingStar game to cross the pond. 
If you played SingStar Rocks!, 
you know exactly what to expect 
here. In fact, Pop seems to work 
better than Rocks! because, well, 
Rocks! didn't rock. Since SingStar 
Pop is basically a karaoke party 
game, its fluffy tracklist makes 
sense because we're all in on the 
joke. At least we hope it's a joke 
— Sony couldn't possibly think 
people want to sing “...One More 
Time" without a tongue planted 
firmly in microphone, er, cheek. 
CASEY LYNCH 


F3: After Burner: 
Black Falcon 


PSM SCORE 
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After Burner: Black Falcon 
recreates the arcade classic with 
3D graphics, wi-fi multiplayer, and 
a customizable cadre of planes 
that can be upgraded with paint 
jobs, faster afterburners, and 
more powerful weapons with 
which to rain fire from above. 
You can also choose between 
three different pilots, each with 
their own storylines and bonus 
objectives that can affect the 
game. Visuals are sharp, and the 
sense of speed is spectacular 

— certainly the best thing the 
game has going for it. While Black 
Falcon can be fun in multiplayer 
or in short bursts solo, both 
which suit the PSP, the gameplay 
is only marginally improved from 
the original. RYAN RAYHILL 


==: MLB 2K7 


While there's no denying the 
graphics are amazing and 
nuisances like last year's 
defensive fielding glitches and 
Herculean sprinting have been 
cleaned up, the no-frills game 
modes have us longing to play 
MLB 07: The Show. That's not 

to say the Franchise mode isn't 
fun, but the only real highlight in 
GM is seeing how much fans will 
pay for tickets when you hike the 
price higher then Steve Swindal's 
blood/alcohol level. Still, a good 
looking game goes a long way, 
and there's no denying MLB 2K7 
looks killer. With the exception of 
Paul Lo Duca looking like a Geico 
caveman, the Signature Style 
makes this one of the best looking 
ballers around. CASEY LYNCH 


2K's tagline for its latest MLB 
title, "It's a whole new ball game," 
is true and false all at the same 
time. It's true that the lead-footed 
fielding from last year has been 
fixed (you can actually move your 
defenders), and you'll be making 
some amazing over-the-fence 
grabs and on-your-knees outs. 
It's true that pitching, batting, 
and fielding mechanics have all 
been improved - but none of that 
is new, just improved. On the 
downside, 2K needs to seriously 
fire their testers - we did a 
double-take checking to see that 
we were playing a final build of 
the game with all the gonzo А.І. 
and animation glitches we ran 
into. CASEY LYNCH 


the PSP had some really bright 
moments, giving us high hopes 
that this year's model would be 
all cleaned up and ready to knock 
our shin guards off. Sadly, that's 
not the case. You still can't tell 
which runner you're controlling 

— and the controls blow you off 
when you tap them repeatedly 

to throw the ball to the cut-off 

or even set up a base-runner 
advance. Maybe this isn't 2K's 
fault. Maybe they tried to change 
last year's problems, but struck 
out with the limiting control 
schema of the PSP. Or maybe this 
is just a buggy, shoddy port... 
probably the latter. CASEY LYNCH 


reviews е STANDARD REVIEWS 


=: Arena Football: 
Road to Glory 


out of 10 | 


If you were a fan of the original 
Arena Football, you'll love this, 
because it's virtually the same 
game. 8 on 8, vicious balling 

with stiff-arms and dirty tackles 
aplenty. The strategy is simple: 
run plays like Yo-Yo Post Fade, 
Score, repeat endlessly, rack up 
100* points, and win. EA does a 
fine job scaling down the Madden 
experience again and includes 
plays from Arena coaches, but 
that doesn't mean it's a great 
game. Sure, it's fun in an escapist 
"let's go TP a house tonight" sort 
of way, but between NFL Street, 
Blitz, and now Arena Football, it's 
safe to say the guilty-pleasure 
pigskin genre has been beaten 
into the ground. CASEY LYNCH 


reviews = STANDARD REVIEWS 


е: Full Auto 2: 
Battlelines 


PSM SCORE 


Full Auto 2: Battlelines takes the 
mediocre PS3 game and attempts 
to bring its strong points - all-out 
speed and destruction – onto 

the PSP's small screen. The 
results are mixed, but to its 
credit, developer Deep Fried 
Entertainment opted not to scale 
back content from the console, 
but instead nearly rebuilt the 
entire game with new locales, 
vehicles, and unlockables. 
However, they may have tried to 
do too much on the little system, 
as there is just so much going on 
and the pace is so frenetic that 
it's almost too difficult to fully 
realize (or care about) what's 
going on at any time, often ending 
in a loss before you even know 
what happened. RYAN RAYHILL 


Glory 


Unquestionably, 300: March 

to Glory has a lot of potential: 
the story sequences feel like 
they're taken straight from 
Frank Miller's original graphic 
novel, the narrator is the same 
narrator from the movie (though 
unfortunately, the main character, 
King Leonidas is voiced by a 
sound-alike who doesn't really, 
err, sound alike), and there's 
plenty of gore. It's just too bad 
that the game is so repetitive — 
even if you buy all of the combos 
and upgrades, the gameplay 
quickly grows repetitive. Still, 

it does its job by getting you 
psyched for the movie, and 
hacking and slashing can be fun 
for atime, JUSTIN CHENG 


=: Brave: The 
Search for Spirit Dancer 


PSM SCORE 


Brave: The Search for Spirit 
Dancer is the type of game that's 
geared for a very specific market: 
ids. It's a platformer that's not 
only easily beaten (in around 
three to four hours, no less), it 
also holds your hand throughout 
the entire thing (you can, 
however, turn off the hints if you'd 
prefer to figure things out on 
your own). There are a few neat 
platforming bits and gameplay 
mechanics (climbing up ice walls 
by pressing the square and circle 
buttons for your left and right 
hands respectively immediately 
springs to mind), but the rest 

of it is just too simple for most 
gamers. JUSTIN CHENG 


PSM SCORE NI 


~ LIP SMACKIN' It takes timing to earn a 
kiss from the odd citizens of this town. 


For those of you who don't play 
collectible card games, you might 
not understand a turn-based card 
game like this. For everyone else 
out there who's been looking for 
a foiled Deadpool card, Konami 
has packed a lot of game inside 
this UMD for you. The same 
beat-your-opponents-to-zero- 
endurance game system appears 
here, but with cross-platform ad 
hoc and infrastructure multi- 
player between PSP and PC, so 
you won't need to haul your 10 

Ib. deck to your buddy's house to 
play. Plus, your PSP won't give 
you paper cuts. CASEY LYNCH 


- Raw Danger 


PSM SCORE 


When the dam protecting Geo 
City breaks, Murphy's Law kicks 
in — anything that can go wrong, 
does. Thus, Raw Danger plays 
like a disaster movie packed with 
action scenes. The coolest part 
is how the story interweaves 
between characters. For 
example, if you choose to shimmy 
up a pipe instead of maneuvering 
across fallen debris, a building 
will collapse, blocking a different 
character's path later on. It's a 
compelling concept, but the slow 
load times, chunky controls, 
lackluster graphics, and easy 
puzzles sap the adrenaline right 
out of the game. TERESA DUN 


Ез: Monster Kingdom: 
Jewel Summoner 


While getting an original RPG 
for the PSP is great, hours of 
dialogue, simplistic dungeon 
crawling and Pokémon-esque 
capture-monsters-in-a-crysta 
gameplay makes us want to 
summon а different game into 
our PSPs. What there is of a plot 
doesn't hold any water until the 
final act of the game, but it'll take 
a miracle for you to get to it. Still, 
it looks good, the voice acting is 
done well, and there are some 
secrets to figure out in the later 
dungeons that are fun. Too bad 
you have to suffer through the 
game to get to it. CASEY LYNCH 


reviews = HARDWARE 


Hardware 


PSM SCORE PLAY 
SHOOTERS 
THE WAY THEY 
SHOULD BE 
PLAYED 

Talk to most first-person 

shooter fans and there's one 
thing they'll say about console 
FPSs: a mouse and keyboard is 
always preferable to a controller. 
Enter the EdgeFX controller, a 
controller that brings the PC 
experience to your home console 
— and it fits in your lap pretty 
comfortably. It also has a few 
neat features, including the Focus 
button, which lets you move 

your aiming reticule in smaller 
increments, making it easier 

to aim precisely. And you can 
increase or decrease the mouse- 
look sensitivity on the fly with a 
scrolling wheel. There's rumble 
in the mouse part, too, though it 
can get slightly annoying (luckily, 


out of 10 


you need a 


goes without saying that 


you can easily turn it off). It won't 
be replacing your DualShock 2 
for many of the other videogame 


Mee REALLY BRING 


THE ARCADE 
EXPERIENCE 
TO YOUR PS3 


It pretty much 


good arcade stick to really play 
an arcade fighting game like, 

say, Virtua Fighter 5 or Tekken 5: 
Dark Resurrection. Fortunately 
for PS3-owning fighting game 
fans, there's Hori's Fighting Stick 
8, another nice, quality arcade 
stick from the well-known 
arcade stick manufacturer. We 
do have a few issues with it, 
though. The buttons are a 
tad close to the stick, the 
stick itself is on the loose 
side (though it does have 
the Japanese-style 
gumball top, which we 
actually prefer), and 
the Fighting Stick 3 


genres, but if you're a diehard 
FPS fan, this is the controller for 
you. JUSTIN CHENG 


[Splitfish GameWare | 


isn't wireless — but to be honest, 
we don't really need it to be, 
especially since it has a three- 
meter long cable that plugs right 
into one of the PS3's many USB 
ports. The biggest issue is that 
itisn't compatible with PS one 

or PS2 games, which is a shame 
considering how good the stick is. 
Sois it worth buying just for your 
PS3 games? If you plan on playing 
alot of PS3 fighting games, then 
yes. Sure, it sucks that you can 
only use it for your PS3 games, 
but it's still a great arcade stick 
that enhances the PS3 fighting 
game experience. JUSTIN CHENG 


UPCONVERT You can make all your current DVDs 
took about as good as Blu-ray movies. 


PSM = WHO NEEDS 
BLU-RAY 
WHEN DVDS 
CAN STILL 
ошоо LOOK GOOD? 
While the Blu-ray and HD-DVD 
war rages on, you've still got 
that huge library of DVDs sitting 
on your shelf. Sure, you could 
eventually replace each and every 
one when the high-def version 
comes out, but why not enjoy 
them in full 1080p — right now. 
Oppo's DV-981HD DVD player has 
a number of notable features, 
the most exciting of which is 
1080p up-conversion featuring 


Маде с. 


Faroudja's award-winning DCDi 
technology. We tested the player 
with a wide variety of DVDs on 
both a 1080p projector as well as 
a 720p LCD set, and the results 
were astounding. While the player 
can't bring in any actual extra 
detail to your movies, upping 

the resolution while maintaining 
a smooth, jag-free image can 
fool anybody but videophiles 

into thinking they're watching a 
true HD source. The fact that the 


reason to own a dedicated DVD 


player supports a bazillion other player. Truly a must-buy for any PRICE 
formats, including DivX (yes!), movie fan, though one word of $229.00 
means that even if you do have a warning: this player is HDMI only [RN 
Blu-ray-playing PS3, there's still (no component). KAISER HWANG 


В 


PRICE 


$19.99 


MADE BY 


SplitFish GameWare 


К тит из good for what D. 
15, but the sticks are easier. 


ER В MAKE YOUR feature. The MotionFX works 
DUALSHOCK quite well for what it is, and it's 
INTO A SIXAXIS tweakable — you can set it to 
FOR NO GOOD assume the controls of the left 
REASON analog stick (for steering cars 
The MotionFX basically or planes, for example) or the 


turns your DualShock right analog stick (for looking 
into a Sixaxis controller around in FPSs). Despite this, we 
E — simply plug it in and clip can't really recommend buying 
E it on to your DualShock, it, even at its fair price. Granted, 
and you're pretty much it's kind of fun to fly around using 
good to go - only it's motion controls in a game like Ace 
more customizable (you Combat, but as is the case with 
can actually adjust the the Sixaxis, using the analog stick 
sensitivity), and you've still is still far easier and far more 


got the DualShock's rumble precise. JUSTIN CHENG 


reviews £ PLAYSTATION NETWORK GAMES 


PS Network Games 


зп: Rampart 
PUBLISHED BY: SOE 
MADE BY: Midway 
PRICE: $4.99 


А Ы The challenge 
is to shell the 
enemy's navy and rebuild 
your castle before enemy 
troops can occupy it. There's 
not much in the way of 
graphics here (man, is this 
old schooll), but the Tetris- 
like gameplay is challenging. 
This one is worth a buy, if 
only for the memories. 
BILL DONOHUE 


Championship 
Sprint 

PUBLISHED BY: SOE 
MADE BY: Midway 
PRICE: $4.99 


Wow, this 
stinks just 

as badly as | remembered! 
Steering is the problem here. 
It's very touchy, perhaps 
due to the lack of an arcade 
steering wheel. Lots of 
tracks to choose from, but 
the cars all look the same. 
Expect lots of crashing and 
frustration with this one. BD 


п: Gauntlet И 
PUBLISHED BY: SOE 
MADE ВУ: Midway 


PRICE: $4.99 
А Ы Probably the 
best game 
of the Midway games, 
depending on how you feel 
about МКИ. Gauntlet Il was 
a classic then, and it's easy 
to see why now. Guide 
the warrior of your choice 
through deadly mazes in 
search of treasure. Four- 
player multiplay make this 
one a must-have! BD 


п: Rampage 
World Tour 
PUBLISHED BY: SOE 
MADE BY: Midway 


PRICE: $4.99 

А Play as George, 
Lizzie, or 

Ralph and kick puny human 

ass while you destroy 

their cities! The graphics 

are beautiful, in an old- 

school way, and as for the 

gameplay, well, who doesn't 

like mindless death and 

destruction on a huge scale? 

Tons of fun! Buy it! BD 


п: Joust 
PUBLISHED BY: SOE 
MADE BY: Midway 
PRICE: $4.99 


Bu 
remember this 


one being so hard to control 
back in the day, but it sure is 
here. This title is guaranteed 
to build up your right thumb 
as you button-mash to keep 
aloft. The graphics are 
faithful to the original, but 
when it comes to this kind 
of flight combat and rescue 
game, | prefer Defender. BD 


п: Mortal 
Kombat Il 
PUBLISHED BY: SOE 
MADE BY: Midway 


PRICE: $4.99 
E* Mortal Kombat 
llis arguably 
the best in the MK series, 
which makes it a must- 
buy for series fans. The 
difficulty's definitely on the 
cheap side (as it was in the 
arcades), but you should 
get plenty of bloody good 
enjoyment just playing 
against a friend. JC 


r1: Tekken 5: 
Dark Resurrection 
PUBLISHED BY: Namco 
MADE BY: Namco 
PRICE: $19.99 

Well, this is 


5 pretty much 


a no-brainer. Take the 
already great Tekken 5: Dark 
Resurrection, add a playable 
Jinpachi Mishima and 1080p 
support, then throw in the 
fact that you can actually 
use an arcade stick (unlike 
the PSP version). Yeah, we'd 
say this one's worth buying. 
JUSTIN CHENG 


п: flow 
PUBLISHED BY: Sony 
MADE BY: thatgamecompany 
PRICE: $7.99 
flOw makes 


5 a good case 


for the “games as art” 
discussion - a simple 
concept with a beautiful 
presentation that anyone 
can relax with and enjoy. As 
a simple aquatic organism, 
you'll explore different 
depths of water eating 
smaller creatures to evolve 
— just don't expect much 
more and you'll really enjoy 
yourself. NICK SUTTNER 


reviews © RECENT BEST & The Best Games of the Last Two Months 


RECENT BEST GAMES 


Winning 
Eleven: Pro 
Evolution 
Soccer 2007 


Every year we 
say the same 
thing, and we'll 
say it again: 
Winning Eleven is 
the best soccer 
game on the 
PlayStation. 
Period. New 
features make 
this one even 
better than its 
predecessors. 


Score: 9.0 


CHANGED IN 
TRANSLATION 


The U.K. show 
Foothallers’ 
Wivesis making 
its way to the 
U.S. - only it's 
going to he about 
the wives of NFL 
players instead of 
soccer players. 


ЕЗ ЕЕ: 


Ratchet & 
Clank: Size 
Matters 


This game is full 
of all the fun 
stuff of the PS2 
versions, with 
the added bonus 
of being portable. 
It's too bad the 
PSP's usual 
issues hinder 
this game, too, 
but it still works 
pretty well on 
the handicapped 
handheld. 


Score: 8.5 


enm 
Galaxy 
If you're looking 
for a combat- 
focused, 
immersive action 
RPG, look no 
further. In spite 
of a weak story, 
Rogue Galaxy 
delivers solid 
RPG goodness 
with its great 
hybrid combat 
system and 
addicting mini- 
games. 


Score: 8.5 


и 
Sid Meier's 
Pirates! 
The classic 
sandbox pirate 
adventure is back 
in this PSP port. 
Loaded with a ton 
of things to do 
(from romancing 
pretty women 

to launching 
cannonballs at 
trade galleons), 
Pirates! will 
deliver a 
swashbuckling 
good time. 


Score: 8.5 


NCAA March 
Madness 07 


While not the 
prettiest or most 
innovative of the 
basketball games 
out there, this 
game is really 
fun, delivers 
great gameplay, 
and has tons of 
replay value with 
a gazillion teams 
to choose from. 


Score: 8.0 


Я 
Gurumin: А 
Monstrous 
Adventure 


Guruminis a solid 
action-RPG with 
a ton of fun levels 
and plenty of 
collectible items. 
Several mini- 
quests and the 
simple upgrade 
system also 
make the game 
entertaining. 

If you're a fan 

of anime-style 
cuteness, you'll 
love this game. 


Score: 8.0 


Romance of 
the Three 
Kingdoms XI 


RotTK XI manages 
to breathe 
fresh life into 
the stagnant 
franchise 

and proves 

an infectious 
journey that 
markedly 
improves on its 
predecessors in 
both style and 
substance. 


Score: 8.0 
ева: 


Virtua Fighter 
5 

Virtua Fighter 

5 зеетз to be 
more of the same 
old thing, but 
there are some 
changes, besides 
its great next-gen 
graphics. It's 
missing some 
features, such as 
online play, that 
could have made 
the game even 
better. Still, it's 

a fighting game 
masterpiece. 


Score: 9.0 


MVP 07 NCAA 
Baseball 


The analog 
stick innovation 
breathes new 
life into a game 
(baseball!) that 
we've all played 


amillion times 
before. The 
Dynasty mode y 
will keep you € 
busy, and the 
mini-games are 
totally cool. 
Score: 8.5 


Def Jam: Icon 


The blend of 
music and 
fighting is simply 
brilliant, and the 
long story mode 
and online play 
means that you'll 
have a ton of fun 
with this game 
alone or with 
friends. Don't 

be discouraged 
by the learning 
curve — it's well 
worth it in the 
end. А must-buy. 


Score: 8.5 


в} 
NBA Street: 
Homecourt 


Homecourt 
brings all the fun 
of the previous 
games to the 
PS3, only with 
more balance 
and flair. A 
bare-bones 
story mode 

and lack of any 
real “next-gen” 
improvements 
keep this game 
from scoring 
higher, but that 
doesn't mean it's 
not fun as hell.. 


Score: 8.0 


GF | GAMEFLY.COM 


Ready to Play 


Game Rentals Delivered To Your Door 


Over 4,000 Titles е No Late Fees Ever е Free Shipping Both Ways 
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Letter of the Month i 


WHO NEEDS A HALO? g 


Ever since Halo released in 2001, Sony has felt 
as though they need a first person shooter that 
will make people forget about Halo. Killzone was 
touted to be this killer app that people would 
praise with a god-like status among videogames, 
yet the game was released with mixed reviews 
and was considered a disappointment. In May 
of 2005, Vivendi Universal released Cold Winter, 
which was considered to be a good game that 
shows that the PS2 is capable of creating good 
first-person shooters. This longing for a Halo 
killer should be over, but not in the way that a 
new game has been released. The PS2 has many 
genres that have a long streak of greatness, and 
should continue with those genres instead of just 
tryingto improve on one game. The Xbox can't 


| admit that | have not bought a PS3 
yet because of the price factor, but 
that is only part of the reason. If the 
PS3 had some really great games 
out right now, and it played all of 
my back catalog of PS2 and PS one 
games, | would have it in my home 
already. My point is, its cost is high, 
but the reason it is not worth the 
money is that it hasn't delivered 

the goods yet. So | haven't bought 
one, but | am also sick of reading 
how people aren't buying it because 
Xbox is cheaper, or $600 is too 
much for a good console. In your 
last issue Chris pointed out that 
Xbox is actually MORE expensive if 
you add all the bells and whistles 
that are standard on PS3. When 
Sony starts to deliver some actual 
worth while content, more people, 
including myself, will be willing to 
shell out the big bucks. 

When | was а kid, | would never 
have dreamt about asking for a 
$600 console for Christmas, but 
then | guess that's why the Wii is 
doing so well. -Brian Conway, 
Baldwinsville, NY 


say that it has the flawless Ratchet and Clank 
franchise, or the Jak and Daxter franchise. As 
you can see, the PS2 doesn't need to perfect one 
area. It already has plenty of other genres that 
it's done great with. -Sam Niles, The Internet 


HISTORY, NOT 
HISTRIONICS 


Would you play a World War 2 game 
in which you are the Axis powers 
and you kill U.S. soldiers? Didn't think 
зо, but that's basically what you guys 
supported in your review of Blazing 
Angels in Issue 120. 
| was stunned аз | read, “The 
ability to bomb Pearl Harbor or [fly 
as the Germans] is sorely lacking." 
Seriously, guys? What American in 
their right mind would want to play 
as a Japanese pilot who blows up 
Pearl Harbor, or as a German who 
shoots down U.S. aces? World War 
Il was not a fictional event; it was а 
real war in which real people were 
killed. -Kenny Sarisky, Lodi, CA 
ШИШ BILL: Listen up, Kenny. | am a 
№ history buff; have been since 
I was 6 or so. What interests 
me about flying for the Axis powers 
їп a WWII game are several things: 
the strategy, the tactics, the 
actual logistics of the battle... NOT 
the killing of Americans. | don't 
suppose you've ever thought about 
how Japanese or German gamers 
feel when they're playing Blazing 
Angels. | seem to recall thousands 
of German and Japanese civilians 
being killed in WWII... by Allied 
forces. Doesn't that bother you? My 
interests in flying for the Axis are 
strictly historical. 


Have a comment or question for the PSM team? Email us at psm@futureus-inc.com, 
General Letters" in the subject line. Hey, you might even win a shirt! 


WHAT DOES IT ALL 
MEAN? 


| know that the PS3 is really 
advanced and it has a lot of 
potential, but does Sony expect the 
average gamer to figure out what it 
can really do? 480p, 720p, 10801, 
and 1080p - what the hell does it 
all mean?! | know my TV is HD апа | 
have surround sound capabilities, 
but | don't even know if I'll be able 
to set it all up! | also had a question 
about this HDMI cable. I'm not even 
a 10096 sure what it even does! I 
want to get a PS3, but | want to 
be able to use it to the full extent. 
—Steven Roth, Park City, ИТ 
KAISER: This is a question a 
2 lot of people have, Steven, 
me and the answer can be long 
and compicated. But I’m going to 
make it as quick and painless as 
| can. Essentially, the higher the 
number, the higher the resolution, 
so go for whatever the highest 
your television supports. The “i” 
and “p” stand for interlaced and 
progressive, respectively. The 
difference is that in an interlaced 
image, half of the image is shown 
onscreen, then the other half. This 
happens so fast you normally can't 
see it, but quick-moving images 
will sometimes produce a window 
blinds effect. Progressive images 
draw the entire image at once, 
resulting т a smoother overall 
image. As for HDMI, the quick 
and dirty answer is, it’s just like 
all those video and audio cables 
you've used for years, only in one 
nice and neat plug. If you can, use 
it as К produces the best all-digital 
signal. You can only have HD 
images (720p/1080i/1080p) with 
HDMI or component cables. There 
are а ton of other things to consider 
like HDCP support and such, but 
for now, this should get you going. 
Hope it helps! 


THE NEW BLACK 


Me and my roommate just finished 
playing Black, and | am sad to say 
we were left a little disappointed. 
What in the world was up with the 
ending?! We were all ready to go, 
hyped up to play the next mission, 
and the next thing we know, the 
credits are rolling! PLEASE tell 
me there is a second Black in the 
works, because the ending left 
something to be desired, as there 
seems there is a lot of loose ends 
to be tied up! If there is already 
one in development (I hope it’s for 
the PS3), | pray they throw in a 
multiplayer mode, online and off, 
more missions, and more stuff 
to destroy! Have you guys heard 
anything about a new one?! | will 
be more than willing to dish out the 
$60 bucks to play it on the PS3! 
—Elliot Summey, Asheville, North 
Carolina 

KAISER: Hey, Elliot. Actually, 
в 'ou're in luck as the team at 

Criterion are in fact working on 
anew Black for the PS3. The bad part 
is...that's all we know for right now. You 
can bet that the focus will be on Burnout 
first, so until that releases don't expect 
to hear too much on the Black front. But 
if it helps at all, yeah, there's a sequel in 
the works. 


SHIRT! 


lah, bla 
Bla la 


wrote o leac to PE 


we print 
your letter, 


you get 
this special 
shirt, made 
only for 
you letter 
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MAIL & НОТ TOPIC ЕЗ What Would Justin Do? 


May's mail... Hot Topic! а а 


(What Would 
Justin Do?) 
THE DEBATE? ThePSM Take: ES 
A KAISER: Talking about 360 browsed 
= ТИ exclusives on PC, the fact is, me x 
1 КЕЙ some games will come to the soundtracks, 
Cz PC and others won't. The difference апо 15 


We had no idea what a huge can of worms (or is that 
whup-ass?) we were opening with our PS3 Vs. Xbox 


is that to run those games on a PC, 
you'll likely need a video card that 
costs just as much as a 360 itself. 


find that every 
single one was 
a pirated copy. 
However, now 


360 feature. Your response has been overwhelming... Plus, there's the whole Xbox Live и. 
and our postman now needs а truss... factor, so really, we didn’t consider copies. Can 
the potential PC ports as an issue. УНД aa 
As for getting online and finding Sal See Toe 
| BELIEVED THAT YOU | JUST READ YOUR games, this will be a problem for all figures and 
ISSED SOMETHING HEAD- online games. Think about it: what SU ene 
N ШЕН 60 COMPARISON OF THE good is an online feature in a game land, Mabel- 
WAR: THE TIME IT EXCLUSIVE GAMES if no one's out playing it? Or what УЕ 
TAKES ТО GET ONLINE PS3 AND XBOX360 if the server's laid to rest because JUSTIN: When 
AND FIND A GAME TO OFFER, AND I HAVE TO not enough people are playing? Mou 
PLAY, ALL IN ALL, THE SAY PM A LITTLE We could've gone on for pages and we usually 
ARTIC AS VERY DISAPPOINTED... ^ pages talking about and comparing BET mE 
NFOR ATIVE, AND THE NUMBER OF THEM ARE every detail, but the truth is, both HE 
PART ABOUT THE BLU- ALREADY OFFERED ON consoles are always evolving A na: 
RAY MIGHT JUST PC... WHAT IS THE through updates, hardware A ani 
PUSH MY PARENTS POINT OF GETTING upgrades, and new games, so we OE ood 
INTO BUYING ONE... А 360? Ш Jasons., Ottawa, just tried to hit on some of the сови there, 
FOR -John Benischeck, Ontario, Canada key points. But yeah, Blu-ray is the E 
Birdsboro, PA definitely not a bad thing. frequent. 


EB Here's How 


Write a caption for this screen and email it to psm@ 
futureus-inc.com with the subject line “123 Caption 
Contest!" THE DEADLINE IS JUNE IST. If we choose your 
caption as the funniest, it'll net you a PSM Prize Package, so 
include your full name and mailing address! 


WRITE A CAPTION FOR THIS + 


"Children! Children! You can't 
all hit the pifiata at the same 
time!” 


Jared 
Ferguson, 
Fresno, CA 


Take а photo of you being a 
badass... uh, nothing illegal or 
dangerous... keep it clean! 


Send your photo to the address 
over in the Legal Stuff section, 
with May Contest on the 
envelope or email it to psm@ 
futureus-ine.com, with May 
Contest in the header. 


Future US, Inc. (“Future US’), 4000 Shoreline Court, Suite 400, South San 


MAY ОТНЕ BADASS CONTEST 


Win a Custom PS3 


Past Winners! 


John J. Weger, 
Lakewood, CO 


Danielle Holland, 
Mablevale, AF 


Jason Miller, 
North Canton, OH 


FANDOM E Fan Projects & Fan Art Е) Fan Websites & Fan Etc. 


Fandom: 


EM GR PHics David тот 
adio eT е! | MEL - p esfesigns.com, did this great _. 
£3 COOCOO FOR CAMMY Stefan Heissinger from / i в of Hakha from Killzone. 
St. Louis, MO, is just a little bit... uh... obsessed! Е: P 


Go Watch: "THE MAN WHO THOUGHT HE WAS GOD OF WAR" 


http://havvek.com/wdjones/GodofWarExtended.avi 2 
Bill Jones sent in this hilarious video of a gamer who goes too far, loses his wife, makes his own maps and prays to David Jaffe. Check it! 


Rachel 
Ex-wife 


ow al 


SEND US Send your displays of fandom to us at with “Fandom” in the subject line. Art, 
STUFF! websites, custom toys, cosplay... we want it all! The best stuff will be displayed here every issue! 


DREAMERS WANTED 
NAE 
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ble to those who qualify * Career development assistance * Accredited School, ACCSCT 


SWORD FIGHT! Joshua Price of Alexandria, VA, sent in 
these pics filled with Devil May Cry goodness! 


Real World Education 


fullsail.com 


© 2006 Full Sail Inc. All rights reserved. 


NEROS BEALITIFUL, FLOWING, А „ МЕРЕ респ“ | ORIGINALLY, NERO WAS S 
SILKEN WHITE TRESSES, LIKE INSPIRED e+ HE № euevosEv U HAVE А GIGANTIC 
1 SNOWY МАМЕ OF THIS Ж WHITE AFRO, BASED CLOSELY 
Ш оче MY LITTLE PONY ON THE STYLIN’ WHITE-GUY 
OWNED BY DEVIL MAY В Argo скоетер #1 EPPIE IN 
2 SSX TRICKY (RENEMGER HIM?) и 


ЕМЕМ ^4 
HOW PRETTY MUCH Да 
EVERYONE HATED 
EDDIE IN 24K TRICKY ¢ 


N 
Е 
Е 
о 
$ 
ў © 
SR 


* 


NEROS HAIR, SPONTANEOUS | | PANTE, АССИРТОМЕР 
'| бое WHITE —— 
YOU MIGHT BE | 
ее E ааелварал: едра 
ERO HAIR BLEACHED WZ iy pri 
IN FACT, IT was NOTI 


RATHER, NERO'S HAIR 

WAS TURNED WHITE BY ^ 

HAVING HIM READ SOME 2 

VER, VERY EXPLICIT —_ 
«де! POJINSHI C Qo - oc от M Р 
FAN-EICTION MANGA SORTA 2 
DRAWN BY JAPANESE FEMALE 
ARTISTS VERY FOND OF DANTE: 


ent got our new pad all decked 


MOVING IN We havi 
back пе: 


Next Month in PSM 


Sony's big reveal of PS3's upcoming "Home" network sent shock 
waves through gamedom, and we'll still be feeling the tremors next 
issue. Expect a lot more info and analysis, plus the goods ona 
gaggle of great games, highlighted by our playtest of Manhunt 2! 


www.ESRB.org 


wis parents Use, 
: — O 


P 
% 


о, 


006 ESRB. All rights reserved. 


also available at 


Finish” tine. 


e unitd. 
by marc ecko 


Made with love’ by: 


<EIROMAG- 


Ош goal iS to preserve classic video дате magazines so that 
they аге по lost permanently: 


People interested in helping Out in any capacity; 
please visit us at retromags-com: 


No profit is made from these scans, nor do we offer anything 
available from) the publishers themselves: 


Ifyou come across anyone Selling releases from 
this Site please до not support them and do let us know: 


Thank you! 


